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SCAVENGER EDITION INTRO 

The Disturbance Timeline RPG system features 
unlimited level; skill, and character attribute 
advancement without a class structure- The game is 
designed to be compact, portable.i and for experienced 
players- Need for a large rule book has been removed by 
making the character sheeti maps.i and hex paper 
available online as PDFs~ and limiting interior 
graphics. This leaves a slim bx book that.i along with 
two lLO-sided dice. a pencili maps and/or’ character 
sheets.i will fit in one pocket if needed or wanted. A 
calculator may be required at timesi depending on math 
skills. This book includes the core rulesi the post- 
apocalyptic expansion with a few last additions. the 
Diseases and Conditions game module. and the Lunatic 
Larry and the Church of the Insane post-apocalyptic 
adventure- This is all of the finished RPG material set 
on The Disturbance Timeline and covers the first of the 
three RPG settings. Any additional filling in on 
setting and/or story will be stand alone modules along 
with novellas and short stories- 

The Post-apocalyptic Time Period takes place from 
after current world governments fall in 2130 until the 
United Earth Federation starts their conquest of Earth 
in 2340- The second. the Space World.i takes place from 
after the capital of the UEF is nuked in 24?b.i bringing 
an end to their hold on the solar systemi until 
genetically modified food brings about the death of all 
humans in the solar system in 3150- The third RPG 
period picks up the story of the remaining humans on 
The Last Stop and their fight to survive a hostile 
environment and alien creatures in the year 4100. 

Thanks for reading and playing! Have fun and kill 
shit until next time. 

Jerry 

7-13-14 


Character sheet and full size maps are available 
at www-ephiroll-com.- 


THE WORLD 

A century of change has transformed society- Airborne 
Ebola and panic killed 300 million from 2031-32. the 
Greenland ice sheet collapsed in 2080. and Erebus hit 
Antarctica in 2115, melting the ice cap- A nuclear war 
for resource control ended in 2126 with every country 
in the world devastated by environmental and man made 
horrors. Governments fell as the population plunged and 
survivors returned to a sustenance and/or’ scavenger 
lifestyle- Gold dust.i gained through hard work or 
blood, becomes the only thing that would buy what a 
person needs- Unknown to those descending into it, this 
dark time will last 200 years and end in yet more war. 

CORPSEVILLE- The city of cannibals got its start long 
before the Resource War when the United States sat up a 
tent city to house refugees from the flooded eastern 
coast. Food ran out after the government’ fully 
collapsed years later and mayhem began soon after. A 
gang. The Reapers, took control and began hunting 
nonmembers for food- By the time the nuclear winter 
ended in 21281 a shack city had replaced the tents and 
herded humans had replaced starvation. The cannibals 
expanded their territory to everything east of Denver 
by 2305- An alliance stopped their advance. burned the 
city. dispersed the survivors, and freed their slaves 
in 2315. 

DENVER= The city survived without much of the damage 
other cities withstood. They were far from either shore 
for invasion or flooding. and there were more worthy 
places to nuke- Increased warmth lengthened their short 
growing season.i and with greenhouses.i those remaining 
in the area were able to live well- The area grew into 
a powerful city-state by 2250 and began a rivalry with 
Yellowknife to the north that lasted until the clone 
armies marched south- 

NEW YELLOWKNIFE- The thing that made Yellowknife a 
chore to visit before the population collapse protected 
it afterward: Distance. Already well known to 
scientists.i they flocked to the safe haven once things 
turned sour. The only thing that kept it from being the 
first new city-state was its leaders not wanting the 
title. That changed once they saw the prestige bestowed 
upon Neo Moscow and the other first new city-states. 
Their change in leadership strategies led to _ the 
creation of the United Earth Federation in 2340 which 
united North America under one flag with their army of 
clones- The city would lead the world in technological 
innovation until being nuked to oblivion in 2&7?b.- 

TRINIDAD- People moved upward as the waters rose. and 
this safe haven became the largest settlement in South 
America by 2135. However, a central government never 
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survived and the continent remained in turmoil as rival 
cartels fought for control until the UEF"’s clone army 
added them to the Federation’s holdings in 23584. 

NEO MOSCOW- With huge areas of once landlocked land, 
Russia came out of the floods in a better position than 
others. They sat at the forefront of the hostilities 
during the Resource Wari and took several nearby 
nuclear strikes- Luckily. their missile defense system 
protected the center of Moscow- Meanwhile. Europe: all 
the way to the tallest of London’s buildings sticking 
from the water, had become a radioactive wasteland- 
Muscovites renamed the city Neo Moscow in 2200 when 
they announced they"’d regained control of much of the 
territory lost when the government collapsed in 2124. 
They took over most of Asia before New Yellowknife’s 
clone army forced them to sue for peace and join the 
UEF in 2378. 

BHOPAL= Once again. people of the Indian subcontinent 
moved inland when the ocean swallowed cities as told in 
legend- Bhopal became one of many fledgling city-states 
in Asia which retained a large population. They brought 
southern Asia under their control. but fell to the 
clone army shortly after the Russians did. 

KINSHASA= Not having nukes to launch at others. most 
African nations avoided the effects of such weapons: 
except for the two years of nuclear winter that ended 
in 2128 with renewed warming- A fluke of luck gave the 
city more rain as the Sahara expanded to the north- The 
population continued to grow while dozens of warlords 
killed millions in attempts to seize power of central 
Africa. 

THE DEAD ZONES- Russia launched nearly their entire 
fleet of missiles at Western Europe. the United States, 
and China when the Resource War began- Most hit since 
the floods had disrupted their carefully crafted 
defense systems. They irradiated all of Europe. a 
quarter of Chinai and both American coasts before the 
warheads stopped exploding. However, the Russian 
population took a beating from retaliation strikes and 
the government collapsed soon after those they had 
nuked. These zones are only inhabited by twisted; 
deformed plant life. The radiation will kill 
unprotected characters. Much loot can be found in these 
areasi but it is radioactive if not in a protected 
environment. 
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CHARACTERS AND STATS 
ATTRIBUTES 


Characters start with 70 #£attribute points’ to 
distribute- No attribute can be lower than 1. 

Brawn (BR): A character's physical strength- Modifies 
melee damage rolls and throwing range. 

Vigor (VI): A character’s overall health- Modifies 
number of HP gained per level. 

Alacrity (AL): A character's speed. Determines how 
many meters they can move during a combat’ turn. 
Modifies armor class and combat order. 

Balance (BA): How well a character stays on their 
feet- Modifies critical combat rolls. 

Logic (LO): How much a character knows and can learn. 
Modifies skill points gained per level. 

Wit (WI): How quick a person can think on the spot 
and problem solve- Modifies critical skill rolls. 

Charisma (CH): How likeable a character acts. 
Modifies reaction rolls. 

Beauty (BE): How good a character looks. Modifies 
critical reaction rolls. 

Vision (VS): How well a character sees- Modifies 
ranged attack rolls. 

Luck (LU): How much luck a character has- Modifies 
everything, but its modifier is halved and rounded down 
to the next whole number. 

ATTRIBUTE MNODIFIER TABLE pg 48 


OTHER IMPORTANT NUMBERS 

Armor Class (AC): How hard a character is to hurt in 
combat- Total of armor and modifiers. 

Experience Points (XP): How far a character’ has 
advanced. 

Hit Points (HP): How much health a character or NPC 
has: All characters start with 30+2D10+Vigor 
modifier+Luck modifier HP- They fall unconscious at OQ 
HP and die at -20- If not healed. they lose 1 HP every 
5 minutes they lay unconscious until they die- All 
characters gain Dl0/2 (rounded up) HP per level 
modified by their Vigor and Luck- Characters can fully 
heal by resting for & hours- When advancing a level, 
fully healed characters keep their full HP. but a 
wounded character remains at their current HP until 
healed by other means. 

Meters Per Turn (MPT): How far a character can move 
in a combat turn- Equal to Alacrity and modifiers. 

FOOD AND WATER 

Food and water are optional mechanics depending on 
how hard of a campaign the game master wants. 
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Food: Each character will need 3 energy bars, @2 cans 
of food, 1 condensed food pack. or -5 kg of meat from 
any source per day to survive- Each day without food 
results in the character suffering -l1 to Vigor, 
Alacrityi and Logici1 incurring any penalty that 
results- The character is rendered unable to move once 
any of these reach O and will die if any attribute goes 
into the negative- A character will fully recover in 
one hour after getting proper food. 

Water: A character needs 1 liter of water every day- 
Their maximum number of HP are reduced by 15 every day 
they do not have proper water- They fall unconscious if 
this falls to O and die if it reaches -20- One canteen 
of water does not count against carrying capacity. Any 
water past the first canteen counts against carrying 
capacity and must be in a container- Dehydrated 
characters fully recover in one hour after getting 
proper fluid. 

GOLD REWARDS 

Characters” main loot will be items. Enemy NPCs have 
little gold. having spent most of it on food and 
weapons. Gold rewards will vary depending on how easy 
or hard the game master wants the campaign to be- They 
should average eD1LOx-1 grams of gold dust_~ per 
quest/mission divided among all characters. Gold 
rewards are not rounded- Any odd 10ths should be given 
to the character with the least- Luck modifiers are 
applied at -1 per 1 after the award is divided. 

EXPERIENCE REWARDS 

NPCs/enemies are worth 10 XP per level per kill- All 
XP awards are divided by the number of characters in 
the party and are rounded up to the next whole number. 
Any noncombat awards are determined at the end of the 
mission and divided the same way- Actual XP awards are 
determined by how fast the game master wants’ the 
characters to progress. 5S XP per enemy level is 
recommended for a slow campaign, 10 for a regular 
campaign. and 20 for a faster campaign. 

LEVEL ADVANCEMENT TABLE pg 4& 


SKILLS 

Success is determined by taking the character's 
adjusted skill %1 adding or subtracting any outside 
modifiersi and rolling equal to or less than that 
number on a 2D10 percentile roll. 

All skills start at 10%- Characters choose two skills 
for a 20% bonus. representing what they focused on 
before starting their adventure- They get S50 skill 
points modified by Logic and Luck to distribute at 
creation and gain 5 points per level modified by Logic 
and Luck- At level 2, 10 skill points can be used to 
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raise an attribute by one point. 


for any length of time. 


Points can be saved 


SKILL ADVANCEMENT TABLE pg 48 


RADIATION 


Much of the world has been polluted with dangerous 


radiation- Invisible and 


silenti 
careful when approaching radioactive ruins. 


characters must be 
Characters 


suffer zero effects when their rad level is below 100. 
They must have a Geiger counter to measure their dose. 


If not. the game master 
characters do not know 
suffer penalties. 
armor and their AC is O.- 
HP is l- 
Low exposure: 
Med exposure: 
High exposure: 
Exposure Modifiers: 


tracks 
their 
Radiation suits cannot be worn over 
Minimum MPT is O.- 


and 
they 


their exposure 


rad amount until 


Minimum max 


1-79 rads an hour. 
100-199 rads an hour. 
200+ rads an hour. 


100+ rads: -2 MPT. -L0 max HP 
300+ rads: -4 MPT. -20 max HP 
600+ rads: -bh MPT. -30 max HP 
1200+ rads: -& MPT. -bO max HP 
2500+ rads: -10 MPT. -90 max HP 
3500+ rads: death 


COMBAT 


Even the poorest, 


unskilleds 


person will fight with 


their hands if they have no choice. 


Combat order- 
determine in what 
turn. 
groups- 

Combat turn- 


order 


Combat starts with players 
everyone 
The game master can roll for NPCs alone or in 
This will only be done once. 

5 seconds of time during combat, 


rolling to 


attacks during the 


all 


characters not prone or unconscious can act. 


What a character can do ina 
single turn: 


What a character cannot do: 


Reload a weapon and 
attack. 

Use a healing gel, a 
skill. or start using a skill 
that takes more than one turn. 

Move maximum MPT. 

Attack. 

Move half their MPT and 
attack. 

Switch between primary or 
secondary weapons and attack. 

Make one called shot or 
special unarmed attack- 

Make a driving skill 
check. 


Switch to a weapon from 
their pack- 

Change armor. 

Use an item labeled 
unusable in combat. 
Anything else that would 
take more than 5 seconds 
of time. 

If a character insists on 
doing something to put 
themselves at risk. the 
action takes 3 combat 
turns and attacks directed 
at them for that time have 
+100 to hit. 
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Attack modifiers- Weather. distance.i and called shots 
will affect a character’s ability to hit their target. 
All modifiers are cumulative with each other and any 
modifiers from the critical table- Called shots to an 
arm or leg must specify left/right. Non-damage effects 
from called shots last until the end of combat. 
Example: A character in light rain.i shooting from a 
vehicle; at someone’*s head 35 meters past’ their 
weapon's range has a -125 modifier to their attack. If 
the character hits a critical, and rolls a 4 on the 
critical table. he/she will do x? weapon damage. 

ATTACK MODIFIERS pg 449 

CALLED SHOT DANAGE TABLE pg 4& 

NOISE 

Sound rules are kept simple and are up to the game 
master depending on the situation. Characters do not 
attract extra attention unless they use explosives or 
firearms- Balance checks should be used for those 
trying to move silently. 

WEAPONS 

There are slots on the character sheet for two 
primaries and two off-hand weapons. Characters can 
switch between these weapons without penalty. Off-hand 
weapon slots are only used if the character is using 
duel weapons or a shield. 

Melee and unarmed: Characters must be within 1 meter 
of their target to initiate an attack- These weapons 
never run out of ammo. but cannot be used from a 
vehicle. 

Explosives (SE): Maximum range of 10 meters modified 
by Brawn- Powerful.s but only the weakest can be bought. 
Characters must make their own for full effect- 
Handheld explosives do % damage to everything within 1 
meter of impact and vehicle weapons do % to everything 
within 3 meters. 

Pistols: Maximum range of 20 meters- These are the 
only weapons useable from an unmodified motorbike. 
Smalls cheapi and easy to keep supplied with ammo 
compared to other weapons.- 

Bows: Includes crossbows- Maximum range of 25 meters. 
Silent and potentially powerful.i but limited range, 
ammo. and rate of fire- All arrows/bolts have different 
chances of recovery after combat. 

Shotguns: Maximum range of 30 meters- They are deadly 
at close range. but their ammo is more expensive and 
heavier than for any other weapon. 

Assault rifles: Maximum range of 100 meters- No other 
weapon can put as much damage downrange as quick. but 
no other weapon is as unsteady. 
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Rifles: Maximum range of 300 meters- These have long 
range and lots of damage. but low capacity and rate of 
fire. 


WEAPON STATS 

Damage (DAM): How many D10 to roll for damage after a 
successful attack. D10/2 means D10O divided by @- This 
is rounded up to the nearest whole number- Thrown 
explosives do % DAM to anything within 1 meter of the 
hit- 

Modifier: How the weapon affects attack rolls. 

Weight: How much the weapon weighs. 

Ammo: How many rounds the weapon holds. 

Rate of Fire (ROF): How many times a character can 
attack every combat turn with the weapon. 

Hands: How many hands a character needs to work the 
weapon. 

Mods: Weapons can have up to three modifications. 
Higher level mods replace lower level ones. 


ARMOR 

Armor is important to any character intent on not 
being robbed. killedi and maybe eaten- There are 
several pieces of armor a character can wear. and some 
take up multiple slots. A character’s AC is the total 
of their armor. modifiers, and any shield- Worn armor 
does not count against carrying capacity, but extra 
carried pieces of armor do- Each piece of armor can 
have one modification. Higher level mods replace lower 
level ones. 

Shields: These can offer protection, but at a cost 
since the character must pay attention to the fight and 
move to use them properly. They are equipped in the 
off-hand weapon slot instead of an armor slot- Only a 
character using a single-handed weapon can use a 
shield- Shields cannot be used inside a vehicle and are 
not counted if the character is being attacked from the 
back. 


MOB RULES 

At times. characters may find themselves surrounded 
if fighting a large number of melee enemies- A maximum 
of & melee opponents can attack any single character. 
Others cannot attack until someone falls or moves. 
Anyone attacking someone surrounded by 4+ does so at 
-30 modifier. 

NOB RULES DIAGRAN pg 48 


VEHICLES 
Travelers stand little chance if they are not faster 


or more protected than hungry) animals, raiders, 
cannibals. and strongmen.- 
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VEHICLE STATS 

Name: Name of the vehicle. 

AC: The armor class of the vehicle. 

HP: How much damage the vehicle can take- They stop 
running at QO HP and become unrepairable at -200 HP. 
Armor Repair recipes repair their damage- 

Modifier: Any driving modifier the vehicle gives. 

Exposure: How much the vehicle protects the 
passenger(s)- The percentage represents how much damage 
the people in/on the vehicle take from damage directed 
at the vehicle- The damage received is divided among 
all on board. 

Top speed: The vehicle's top speed in kph- Each type 
of vehicle accelerates at a different rate but all can 
stop in 1 turn. 

KPH TO NETERS PER TURN TABLE pg 479 

Fuel: Type of fuel and maximum capacity. 

Type: Motorbike, 4-wheeled: Jlargei and military 
vehicles are the types- Whats if anyi the character can 
operate depends on what they put points into- Each 
vehicle has advantages and disadvantages: 

KPFU: Kilometers per fuel unit- How far the vehicle 
can travel on a liter of liquid fuel. one battery 
charge. or other single unit of fuel. 

Weapons: The weapons mounted on a vehicle- Each 
vehicle weapon must be manned by character(s) other 
than the driver when moving. 

Storage Capacity: How many kilograms of equipment can 
be stored in the vehicle. 

Mods: Modifications added to a vehicle- A higher 
level mod replaces a lower level one. 


MOTORBIKES 

This category covers quads and bikes- They can be 
fitted with up to stage 3 mods but not any vehicle 
weapons. Passengers can only attack with pistols at -10 
to hit. They take 5 seconds to reach top speed. 

Unibike: Two seats and an engine mounted on a_e large; 
solid rubber wheel makes this the simplest.i and most 
dangerous, bike available- Seats 2- AC: 20 HP: 100 
Modifier: -20, immune to flat tires- Exposure: 80%. Top 
speed: 130 kph- Fuel: Gas/2 liter tank- KPFU: 150. 
Storage: QO. 

The Kido: A small bike good enough to get from one 
place to another. Seats 2@- AC: 5S. HP: 100- Modifier: 
-10- Exposure: 7?0%- Top speed: 50 kph- Fuel: Gas/e 
liter tank- KPFU: 200- Storage: O- 

The Dirt Streak: A larger bike that is much faster 
and tougher than the Kido- Seats 2@- AC: 10- HP: 200. 
Modifier: O- Exposure: b0%- Top speed: S40 kph- Fuel: 
Gas/3 liter tank. KPFU: 150- Storage: O.- 
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The X @uad: The smallest quad bike. but well 
balanced- Seats e2- AC: 10- HP: 300- Modifier: O.- 
Exposure: 50%- Top speed: 100 kph- Fuel: Gas/5S liter 
tank- KPFU: LO0- Storage: 20 kg- 

Mule Quad: A tough quad that can take a beating- 
Seats 2- AC: 5S. HP: 4O0- Modifier: QO- Exposure: 50%. 
Top speed: LO kph- Fuel: Gas/b liter tank- KPFU: 110. 
Storage: 40 kg- 

The Racer: The most manageable motorbike available.- 
Seats 2- AC: 2O- HP: 200- Modifier: +10- Exposure: 50%. 
Top speed: L40 kph- Fuel: Gas/2 liter tank. KPFU: leO. 
Storage: Q- 

Bull Quad: The toughest bike with the most extra 
storage. Seats e2- AC: S- HP: S00- Modifier: +10. 
Exposure: 50%- Top speed: ?0 kph- Fuel: Gas/b liter 
tank- KPFU: 1L00- Storage: 40 kg- 

4-WHEELED 

This category covers cars. dune buggies.i and trucks 
with four wheels- Four or more people can ride in one. 
They can be fitted with up to stage 5S mods and one 
weapon- They take 10 seconds to reach top speed- 

Ratrod: A motley crew of automobile pieces assembled 
into a vehicle- Seats 4- AC: 5. HP: 400- Modifier: -10- 
Exposure: 40%- Top speed: 40 kph- Fuel: Gas/20 liter 
tank- KPFU: 5Q0- Storage: 40 kg- 

Farm Truck: A tough. but slow, truck. Only the driver 
and one passenger can sit in front- Other passengers 
must sit in back- Seats b- AC: QO- HP: bOO- Modifier: 
-10- Exposure: 30%- Top speed: 45 kph- Fuel: Gas/e25 
liter tank. KPFU: 30- Storage: 300 kg. 

Dune Buggy: A rail buggy that provides little cover. 
Seats 4- AC: 15. HP: 400- Modifier: O- Exposure: LOZ. 
Top speed: 80 kph- Fuel: Gas/15 liter tank. KPFU: LO. 
Storage: 50 kg- 

SUV: A solid truck that provides good cover and 
storage. Seats b- AC: O- HP: 400- Modifier: O. 
Exposure: 20%- Top speed: SO kph- Fuel: Gas/bO liter 
tank- KPFU: 25- Storage: 250 kg- 

The Dustinator: A fast AWD rally car- Seats 4. AC: 
20. HP: bOO- Modifier: +10- Exposure: 30%. Top speed: 
130 kph- Fuel: Gas/20 liter tank. KPFU: SO- Storage: 25 
kg- 

Destruction X: A large. AWD, off-road truck- Seats 4. 
AC: 5. HP: 1000- Modifier: +10- Exposure: 20%- Top 
speed: 70 kph- Fuel: Gas/50 liter tank. KPFU: 20. 
Storage: 250 kg- 


LARGE 
This category covers any civilian vehicle with more 
than four wheels- They can be fitted with up to stage 4 
mods and two weapons- Passengers cannot fire from a 
vehicle if they cannot see. such as those in the rear 
~]7~ 


of a closed truck- These vehicles take 15 seconds to 
reach top speed. 

Flatbed: A truck with a flat.i steel bed good for the 
construction of a mobile fort- The driver and one 
passenger can sit in front. Seats le- AC: O- HP: 1500. 
Modifier: -20- Exposure: 20%- Top speed: SO kph- Fuel: 
Diesel/?0 liter tank. KPFU: 14- Storage: 700 kg. 

Panel Truck: A truck with a large. enclosed. rear 
storage compartment. The driver and one passenger can 
sit in front- Seats lce- AC: O- HP: LbOO- Modifier: -c2Q.- 
Exposure: 20%. Top speed: SO kph- Fuel: Diesel/?0 liter 
tank- KPFU: 20- Storage: 400 kg- 

Armored Truck: A’ truck once used to move money 
between banks- The driver and one passenger can sit in 
front. Gun ports allow those in the rear to shoot out. 
Seats 4- AC: 10- HP: 2000- Modifier: -10- Exposure: 
15%. Top speed: 40 kph- Fuel: Diesel/100 liter tank. 
KPFU: 20- Storage: 400 kg- 


MILITARY 

This includes all armored vehicles. They can be 
fitted with up to stage 5S mods and two weapons. 
Passengers cannot fire from a vehicle if they cannot 
see to shoot. such as those in an enclosed compartment. 
They take 5 seconds to reach top speed- 

Armored Personnel Carrier (APC): A lightly armored 
troop transportation vehicle- Has gun ports so those 
inside can shoot out- Seats b- AC: 2O- HP: (2500- 
Modifier: QO. immune to flat tires and storage cap 
reductions from weapon installation. Exposure: 15%. Top 
speed: 50 kph- Fuel: Diesel/L40O liter tank. KPFU: 15. 
Storage: 100 kg- 

Bulldog: A small military tank- No gun ports for 
passengers. Seats 4. AC: 30- HP: 3500- Modifier: Qs, 
immune to flat tires and storage capacity reductions 
from weapon installation. Exposure: 10%- Top speed: 35 
kph- Fuel: Diesel/120 liter tank. KPFU: 10- Storage: 50 
kg- 

VEHICLE WEAPONS 

These weapons can only be fired when mounted on a 
vehicle- Characters have a base chance of 50% to hit 
modified by vehicle mods.1 Visioni and Luck- Unless 
noted, all vehicle weapons fire in the direction they 
are mounted and have a range of 300 meters- Orientation 
must be specified when the weapon is installed. These 
weapons can be repaired with the Repair Weapon recipe 
if they break on a critical failure. 

Damage (DAM): How many D10O to roll for damage after a 
successful attack. Explosive vehicle ammo does half 
damage to anything within 3 meters of the hit. 

Modifier: Any modifiers the weapon has- Can be 
attack.i distancei capacity. or other modifiers. 
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Weight: The weapon's weight if not mounted. 

Ammo: How much ammo the weapon holds. 

Rate of Fire: Number of times the weapon can fire 
during a combat turn. 

Crew: Number of people needed to operate the 
weapon (one cannot be the driver). 

WEAPON FIRING ARC DIAGRAN pg 479 

SIDESWIPING ANOTHER VEHICLE 

Sideswiping is an option.i but both vehicles and 
drivers are at risk- Both vehicles take 2D10 damage and 
both drivers must make skill checks to keep control. 
The larger vehicle checks at +10 per size difference; 
the smaller one at -10 per size difference. Failure 
means rolling on the Loss of Control Table- Example: A 
flatbed sideswipes a ratrod, both take 2D10 damage- The 
flatbed driver rolls a skill check at +10 to keep 
control, and the ratrod driver makes one at -1O- 

LOSS OF CONTROL TABLE pg 51 


TYPES OF ROLLS 

Combati skill rolls.i and reaction/crit rolls with ‘4+ 
mod are 2D10 percentage rolls with a range of QQO-94. 
Other rolls are made with the indicated number of D1O 
and added together with a range of 1-10 for each die. 

Attack roll: A roll against an opponent's AC- Success 
is determined by subtracting the defender’s AC from the 
attacker’s skill percentage and rolling e2D10, taking 
all modifiers into account- A roll equal to or less 
than the modified number is a hit. 

Attribute roll: A e2D10 roll (DLO for each 10 or 
partial) made against a character's attribute. A 2 (or 
min) is always a success. a 20 (or max) always failure. 
Used when the game master needs to determine outcomes 
to non-ruled actions. Only Luck modifiers are applied 
to such a roll. Example: Game master determines a 
character must pass Alacrity (12) and Brawn (25) checks 
to make a difficult long jump- Player rolls 2D10 for 
alacrity and 3D1L0 for brawn. 

Combat order: Order in which everyone attacks during 
a turn- DIO is rolled. modified by Alacrity- Everyone 
attacks in order of highest to lowest. 

Critical roll: A roll to see what result the player 
gets from a OO or 4945 result- Only natural, non 
adjusted, rolls count as critical rolls. and others are 
normal hits or misses- Both attack rolls and skill 
checks have critical success or failures- 

CRITICAL SUCCESS TABLE pg 50 

CRITICAL FAILURE TABLE pg 50 

SEVERE HIT TABLE pg 50 

LOSS OF CONTROL TABLE pg 54 

SEVERE LOSS OF CONTROL TABLE pg 51 
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Damage roll: A roll to see how much damage a 
successful attack does. 

Reaction roll: <A roll to see what reaction a 
character gets if they fail to influence someone. 

FAILED REACTION TABLE pg 50 

Critical reaction roll: A roll on the critical 
reaction table. 

CRITICAL REACTION TABLE pg 50 

Skill roll: A roll against a character’s skill- 


SKILLS 
COMBAT SKILLS 


Ambidextrous: A character’s skill with a weapon in 
their off-hand. The off-hand weapon must be the same 
type and same size or smaller than their primary weapon 
if using both at the same time. 

Assault Rifle: A character’s skill with automatic and 
semi-automatic weapons. 

Bow: A character’s skill with archery weapons. 
Includes crossbows. 

Dirty Move: This is a special attack a character can 
make instead of their normal attack. Examples are 
kicking dirt in the opponent’s facei turning to put the 
sun in their eyesi or moving so that an object tangles 
the enemy's) attack- It does no damage. but if 
successful, the enemy cedes their next ¢2 turns of 
combat. 

Dodge: This is a character’s ability to avoid 
attacks. 1/10 of this skill"’s value is added to the 
character’s AC once it reaches 30%- Example: 50% in 
dodge gives a +5 AC modifier. 

Explosives: A character's skill with thrown 
explosives such as grenades and Molotov cocktails. and 
their chance to complete an Explosives recipe. 

Melee Weapons: The character’s skill with melee 
weapons. 

Pistol: A character’s skill with pistols. 

Rifle: A character’s skill with rifles. 

Shotgun: A character’s skill with shotguns. 

Unarmed: A character's chance of making a successful 
attack with their bare hands or unarmed weapon such as 
brass knuckles- Bare fists do D10/2 damage and have 2 
ROF- Special attacks can be made with a reduced chance 
of success and are up to the player- The game master 
slides the difficulty as they see fit. Only one special 
attack can be made per turn. 

EXAMPLES OF SPECIAL UNARMED STRIKES 51 


HEALING SKILLS 
Doctor Training: A character's ability to tend major 
wounds- A successful check will return an unconscious 
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character to 20 HP or heal 4D10xb HP- Takes 2 combat 
turns. Each use requires 3 sheets of gauze. -5 roll of 
medical tape. 1 pain pill. and 1 antibiotic. 

First Aid: A character’s ability to ease minor 
wounds- A successful check heals 2D1L0x2 HP. takes one 
combat turn. uses 1 sheet of gauze. -25 roll of medical 
taper and 1 aspirin. 

Herbal Lore: A character’s ability to find useful 
plants in the area and chance to complete an Herbal 
recipe. Each skill check represents 30 minutes of 
searching without combat and is modified by the 
environment- Forest +10, Plains O. Mountains -10, Swamp 
-10, City/Town -20, Desert -4O. 

SUCCESSFUL HERBAL LORE TABLE 51 

Wound Mitigation: A character’s ability to treat 
fresh wounds instead of fight during a combat turn. 
Both hands must be free and intent to use the skill 
must be stated before any attacks are made that turn- 
One skill check is required for each turn used- All 
damage received by teammates is reduced by 1/4 of the % 
of the skill value if successful- Each use of the skill 
requires 5 sheets of gauze and -5 roll of medical tape. 
Supplies are used even if the maximum amount of damage 
is not prevented. but not if the skill check fails. 
Example: A character with 60% in this skill would 
reduce each teammate's received damage by 15 HP during 
the turn they successfully use this skill. 


GENERAL SKILLS 

Armor Construction: A character’s chance to complete 
an Armor Construction recipe. 

Ammo Reloading: A successful skill check turns 5 
shell casings and 5 corroded shells of the same type 
into 5 good bullets. 

Driving: (Notorbike/4-wheeled/Large/Nilitary) A 
character’s familiarity with vehicles. Each category 
has a separate score- A skill check at +30 modifier is 
required to drive a vehicle for the first time. 

Electrical: A character’s chance to complete an 
Electrical recipe. 

Influence: A character's chance to influence 
someone’s actions- Game master decides difficulty- The 
player rolls on the Failed Reaction Table if the 
attempt is unsuccessful. 

FAILED REACTION TABLE pg 450 

CRITICAL REACTION TABLE pg 50 

Lock pick: A character’s chance to pick a lock- Pick 
sets will modify the chance of success. but an attempt 
without the proper tools can be made at -30 skill 
level- There are poor, goodi and excellent lock pick 
sets that give O. +10, and +20 modifiers respectively. 
Lock difficulty is up to the game master. 
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Mechanical: A  character"’s chance to complete a 
Mechanical recipe. 

Metalworking: A character’s chance to complete a 
Metal Working recipe. 

Scavenge: Characters can search surroundings or a 
building for something useful- A check takes 30 minutes 
and is modified by the environment. Forest QO. Plains 
-20, Mountains -20. Swamp -30, City/Town +10, Desert 
-4O. If successfuls the character rolls D110 = and 
consults the tables to see what they found- These 
tables can also be used to determine what characters 
find if searching a building. 

SCAVENGER TABLES pg 52 

Trade: A character’s ability to get the best deal 
while trading. After this skill is past 30%. the 
character pays 1/10 of its value less for goods and 
will get that much more for anything they sell- This is 
rounded to the nearest -OL of a gram- Example: A 
character with 50% in their trade skill will pay 5% 
less for goods and get 5% more for what they sell. 

Weaponsmith: A character's chance to complete a 
Weaponsmith recipe. 


RECIPES 

Recipes allow the character to make useful things 
with common items they run across- The game master is 
encouraged to create additional recipes they want or 
the players request- Characters start with their choice 
of two stage one recipes- Recipes without a number have 
one stage- Recipes cost 3 grams of gold per stage if 
bought. 

ARMOR CONSTRUCTION 

Increase AC hl: Increases body or leg armor AC by 1 
and weight by 1 kg- Requires: 1 kg of steel sheet. 
Modifier: O- Time: 20 minutes. 

Increase AC @: Increases body or leg armor AC by 2 
and weight by 2 kg- Requires: 2 kg of steel sheets. 
Modifier: -20- Time: bO minutes. 

Increase AC 3: Increases body or leg armor AC by 3 
and weight by 3 kg- Requires: 3 kg of steel sheets. 
Modifier: -30- Time: 90 minutes. 

Increase AC 4: Increases body or leg armor AC by 4 
and weight by 4 kg- Requires: 4 kg of steel sheets. 
Modifier: -50- Time: 120 minutes. 

Increase AC 5: Increases body or leg armor AC by 5 
and weight by 5S kg- Requires: 5 kg of steel sheets. 
Modifier: -bO- Time: 180 minutes- 

Increase Capacity 1: Increases the carrying capacity 
of body or leg armor by 5S kg- Requires: 2 rags. needle: 
-l spool of thread- Modifier: O- Time: 30 minutes. 
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Increase Capacity 2: Increases the carrying capacity 
of body or leg armor by 10 kg- Requires: 4 rags, 
needle, -5 spool of thread- Modifier: -20- Time: 6&0 
minutes. 

Increase Capacity 3: Increases the carrying capacity 
of body or leg armor by 15 kg- Requires: 6b rags, 
needle, -l spool of thread- Modifier: -40- Time: 0 
minutes.- 

Increase Capacity 4: Increases the carrying capacity 
of body or leg armor by 20 kg- Requires: & 

rags. needle, 1-5 spools of thread- Modifier: -bkQO.- 
Time: 120 minutes. 

Increase Capacity 5: Increases the carrying capacity 
of body or leg armor by 25 kg- Requires: 10 rags, 
needle, 2 spools of thread- Modifier: -&0- Time: 140 
minutes. 

Dura Tuch Suit: Produces a full set of armor that 
only leaves the character's face exposed- Weight: & kg. 
Value: 100 g- AC: SO- Modifiers: +20 kg carrying 
capacity. -2 combat movement, and -S attack- Requires: 
Dura Tuch helmet, Dura Tuch vest; Dura Tuch gloves, 
Dura Tuch boots, 3 pairs of Dura Tuch fatiguesi 2 
needles, 4 spools of thread- Modifier: -100- Time: 140 
minutes- Fills all armor slots. 


ELECTRICAL 

All recipes require wire cutters. 

Crude Flashlight: Makes a small flashlight that will 
illuminate (remove darkness modifiers) 2 meters in 
front of the character. Requires: @2 batteries, -5 
meters of wire. LED light. and -5 roll of electrical 
tape- Modifier O- Time: 5S minutes- Weight: -1 kg- 

Crude Two-Way Radio: Makes a pocket sized 
communicator with a range of up to 1 kilometer 
depending on the terrain- Requires: 3 batteries. Il 
meter of wire. 1 roll of electrical tapei transmitter: 
receiver. Modifier: -1L0- Time: 10 minutes. Weight: .2 
kg. 

Crude Taser: Creates a simple self-defense device- 
Requires: 4 batteries. 2 meters of wire.i capacitor, 1 
roll of electrical tape- Modifier: -20- Time: 15 
minutes- Damage: Renders the target helpless for 2 
combat turns- Ammo only used on successful hit- No 
reloads. Attack Modifier: O. Weight: -3 kg. Ammo: 4, 
ROF: 1. 

Better Flashlight: Makes a small flashlight that will 
illuminate 4 meters in front of the character. 
Requires: 4 batteries, 1 meter of wire, 2 LED lights, 
and 1 roll of electrical tape- Modifier: -10- Time: 5 
minutes- Weight: .2 kg. 

Better Two-Way Radio: Makes a pocket sized 
communicator with a range of up to @2 kilometers 
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depending on the terrain- Requires: 6b batteries, 2 
meters of wires 2 rolls of electrical tape. 
transmitter.i receiver. Modifier: -20- Time: 10 minutes. 
Weight: -4 kg- 

Better Taser: Creates a simple self-defense device. 
Requires: 4 batteries1 3 meters of wirei 2 capacitors: 
2 rolls of electrical tape- Modifier: -30- Time: 15 
minutes- Damage: Renders the target helpless ffor e2 
combat turns- Ammo only used on successful hit- No 
reloads- Attack Modifier: QO. Weight: -b kg. Ammo: 10, 
ROF: L- 

Best Flashlight: Makes a small flashlight that will 
illuminate 10 meters in front of the character. 
Requires: 4 batteries. lL meter of wire. 4 LED lights, 2 
rolls of electrical tape- Modifier: -20- Time: 5 
minutes- Weight: -4 kg. 

Best Two-Way Radio: Makes a pocket sized communicator 
with a range of up to 4 kilometers depending on the 
terrain. Requires: 12 batteries, 3 meters of wire. 3 
rolls of electrical tape. transmitter. receiver. 
Modifier: -30- Time: 10 minutes. Weight: -& kg. 

Best Taser: Creates a simple self-defense device. 
Requires: 1b batteries, 4 meters of wire. 4 capacitors, 
3 rolls of electrical tape- Modifier: -40- Time: 15 
minutes. Damage: Renders the target helpless for 2 
combat turns- Ammo only used on successful hit- No 
reloads. Attack Modifier: O. Weight: 1-2 kg. Ammo: 20, 
ROF: L- 

Targeting System 1: Installs an automatic targeting 
system that gives vehicle weapons a +5 attack modifier. 
Requires: & circuit boards.i 1 meter of wires 2 rolls of 
electrical tape. le batteries. Modifier: -10- Time: 1 
hour. 

Targeting System 2: Installs an automatic targeting 
system that gives vehicle weapons a +10 attack 
modifier. Requires: bh circuit boards, 2 meters of wire; 
2 rolls of electrical tape. le batteries- Modifier: 
-2O- Time: 2 hours. 

Targeting System 3: Installs an automatic targeting 
system that gives vehicle weapons a +15 = attack 
modifier. Requires: bh circuit boards, 3 meters of wire; 
2 rolls of electrical tape. 12 batteries. Modifier: 
-30- Time: 3 hours. 

Targeting System 4: Installs an automatic targeting 
system that gives vehicle weapons a +20 attack 
modifier- Requires: & circuit boards. 4 meters of wire; 
3 rolls of electrical tape. 12 batteries- Modifier: 
-40- Time: 4 hours- 

Targeting System 5: Installs an automatic targeting 
system that gives vehicle weapons a +25 attack 
modifier- Requires: 10 circuit boards. 4 meters of 
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wire, 4 rolls of electrical tapei 12 batteries. 
Modifier: -50- Time: 5S hours. 


EXPLOSIVES 

All explosives recipes take 10 minutes to attempt. 

Explosive Arrow/Bolt Ll: Turns a regular arrow or bolt 
into an explosive that does D1O more damage. 
Requires: -05 kg of gunpowder, -5 roll of electrical 
taper 1 percussion cap- Modifier: O.- 

Explosive Arrow/Bolt 2: Turns a regular arrow or bolt 
into an explosive that does D1l0xe2 more damage. 
Requires: -L kg of gunpowder, -5 roll of electrical 
taper 1 percussion cap- Modifier: -S. 

Explosive Arrow/Bolt 3: Turns a regular arrow or bolt 
into an explosive that does D1l0x3 more damage. 
Requires: -15 kg of gunpowder, -5 roll of electrical 
taper 1 percussion cap- Modifier: -10.- 

Explosive Arrow/Bolt 4: Turns a regular arrow or bolt 
into an explosive that does D10x4 more damage- 
Requires: -2 kg of gunpowder, 1 roll of electrical 
taper 1 percussion cap- Modifier: -20. 

Explosive Arrow/Bolt 5: Turns a regular arrow or bolt 
into an explosive that does D1l0x5S more damage. 
Requires: -25 kg of gunpowderi 1 roll of electrical 
taper 1 percussion cap- Modifier: -30. 

Molotov Cocktail 1: Makes a cocktail that does e2D10 
damage- Requires: lL ragi 1 glass bottle. -2 liter of 
diesel- Modifier: O- 

Molotov Cocktail 2: Makes a cocktail that does 2D10xe2 
damage- Requires: lL ragi 1 glass bottle. -3 liter of 
diesel- Modifier: -10. 

Molotov Cocktail 3: Makes a cocktail that does 2D1L0x4 
damage- Requires: lL ragi 1 glass bottle. -5 liter of 
diesel- Modifier: -15. 

Molotov Cocktail 4: Makes a cocktail that does 2D1L0xb 
damage- Requires: lL ragi 1 glass bottle. -3 liter of 
diesel, -3 liter of gasoline- Modifier: -20.- 

Molotov Cocktail 5: Makes a cocktail that does 2D10xé4 
damage- Requires: lL ragi 1 glass bottle. -4 liter of 
diesel, -4 liter of gasoline- Modifier: -30.- 


HERBAL 

All recipes require a mortar and pestlei take 10 
minutes to attempt. and make 1 dose. 

Weak Soothing Gel: A weak healing salve- Requires: -1l 
kg each of Aloe Vera and Garlic- Heals 2D10xe HP. 
Modifier: O- Weight: -1 kg- 

Medium Soothing Gel: A medium strength healing salve- 
Requires: -l kg each of Aloe Vera.i Garlic.1 and Red 
Clover. Heals 2DL0x4 HP- Modifier: -10- Weight: -2 kg- 

Strong Soothing Gel: A strong healing” salve. 
Requires: -2 kg each of Aloe Verai Garlic. and Red 
Clover. Heals 2D1L0x& HP- Modifier: -30- Weight: -3 kg- 
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Speed Tonic: 


each of 


Gives the character a +2 modifier to 


their combat order roll for @2 hours. Requires: -2 kg 
Ginseng and Ginkgo Biloba- Modifier: -20.- 
c kg- 


Weight: 


Strength Tonic: 
and throwing distance modifier for 1 hour. 


Gives the character +3 melee damage 
Requires: .3 


kg each of Ginseng and Ginkgo Biloba- Modifier: -30. 
Weight: -3 kg- 

Poison Antidote: Cures the character of 1 random 
poison affecting them- Requires: -2 kg each of Oregano; 
Parsley. and Garlic. Modifier: -10- Weight: .3 kg. 

MECHANICAL 

All recipes require a screwdriver, wrench, and take 3 
hours to attempt. 

Remove Mod: Removes any vehicle modification § so 
steel, ironi and aluminum components can be reused. 
Modifier: OQ. 

Mount Weapon: Installs a weapon onto a_vehicle- 
Modifier: OQ. 

Engine Timing 1: Gives vehicle +5 KPFU of range- 
Requires: Circuit board. 1 roll of electrical tape, 1 
meter of wire- Modifier: O- 

Engine Timing 2: Gives vehicle +10 KPFU of range- 
Requires: 2 circuit boards. 2 rolls of electrical tape, 
ec meters of wire- Modifier: -c20- 

Engine Timing 3: Gives vehicle +15 KPFU of range- 
Requires: 4 circuit boards. 3 rolls of electrical tape: 
4 meters of wire- Modifier: -30.- 

Engine Timing 4: Gives vehicle +20 KPFU of range- 
Requires: 5 circuit boards. 3 rolls of electrical tape; 
5 meters of wire- Modifier: -40. 

Engine Timing 5: Gives vehicle +25 KPFU of range- 
Requires: & circuit boards. 3 rolls of electrical tape; 
b&b meters of wire- Modifier: -bO- 


Super Charger 1: 
+5 top speed. 


Gives vehicle +5 KPFU of range and 


Requires: 3 kg of aluminum panels. 3 kg 


of steel sheets, 1 DC motor- Modifier: -10- 

Super Charger 2: Gives vehicle +10 KPFU of range and 
+10 top speed- Requires: 5 kg of aluminum panels. 5S kg 
of steel sheets, 1 DC motor- Modifier: -cQ- 

Super Charger 3: Gives vehicle +15 KPFU of range and 
+20 top speed- Requires: & kg of aluminum panels. 3 kg 
of steel sheets: 1 DC motor- Modifier: -40.- 

Super Charger 4: Gives vehicle +20 KPFU of range and 
+25 top speed- Requires: 10 kg of aluminum panelsi 2 DC 
motors- Modifier: -5Q. 


Super 
+30 top 
motors. 


Charger 5: Gives vehicle +25 KPFU 
speed- Requires: 15 kg of aluminum 
Modifier: -70- 


of range and 
panels. 3 DC 
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METALWORKING 

All recipes require a welding/cutting torch and take 
3 hours to attempt. 

Armor Repair 1: Repairs 100 HP of vehicle armor. 
Requires: 10 kg of iron plates- Modifier: +10. 

Armor Repair e2: Repairs 300 HP of vehicle armor. 
Requires: 20 kg of iron plates. Modifier: QO. 

Armor Repair 3: Repairs 500 HP of vehicle armor. 
Requires: 30 kg of iron plates- Modifier: -10. 

Fuel Capacity 1: Adds 3 liters of fuel capacity to a 
vehicle. Requires: 2 kg of aluminum panels- Modifier: 
O. 

Fuel Capacity 2: Adds b liters of fuel capacity to a 
vehicle. Requires: 2 kg of aluminum panels- Modifier: 
-10- 

Fuel Capacity 3: Adds le liters of fuel capacity to a 
vehicle. Requires: 4 kg of aluminum panels- Modifier: 
-cO- 

Fuel Capacity 4: Adds 24 liters of fuel capacity to a 
vehicle. Requires: bh kg of aluminum panels- Modifier: 
-30- 

Fuel Capacity 5: Adds 44 liters of fuel capacity to a 
vehicle. Requires: & kg of aluminum panels- Modifier: 
-4Q. 

Motorbike seat support: Allows a passenger on a 
motorbike to shoot a two-handed firearm at -10 to hit 
while riding- Requires: 3 kg steel rods- Modifier: O. 

Storage Bin 1: Gives a vehicle +15 kg of storage 
capacity. Requires: 5 kg of aluminum panels- Modifier: 


Storage Bin 2: Gives a vehicle +50 kg of storage 
capacity, -l1 KPFU. and -5S top speed- Requires: 10 kg of 
aluminum panels- Modifier: -20. 

Storage Bin 3: Gives a vehicle +100 kg of storage 
capacity, -2 KPFU. and -& top speed- Requires: 15 kg of 
aluminum panels- Modifier: -30. 

Storage Bin 4: Gives a vehicle +200 kg of storage 
capacity, -3 KPFU. and -10 top speed- Requires: 20 kg 
of aluminum panels- Modifier: -SQO. 

Storage Bin 5S: Gives a vehicle +300 kg of storage 
capacity, -4 KPFU. and -15 top speed- Requires: 30 kg 
of aluminum panels- Modifier: -bO. 

Engine Intake 1: Gives a vehicle +10 top speed. 
Requires: 3 kg of steel sheets. Modifier: QO. 

Engine Intake 2: Gives a vehicle +15 top speed. 
Requires: 3 kg of aluminum panels- Modifier: -20. 

Engine Intake 3: Gives a vehicle +20 top. speed. 
Requires: 5 kg of aluminum panels- Modifier: -30. 

Engine Intake 4: Gives a vehicle +25 top. speed. 
Requires: ? kg of aluminum panels- Modifier: -S0. 
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Engine Intake 5: Gives a vehicle +30 top. speed. 
Requires: 10 kg of aluminum panels- Modifier: -bO. 

Vehicle Armor 1: Gives a vehicle +100 HP, -5 
exposure.i -5 top speed and -2 KPFU- Requires: 30 kg of 
iron plates- Modifier: QO. 

Vehicle Armor ec: Gives a vehicle +250 HP. -10 
exposure. -10 top speed and -3 KPFU- Requires: 50 kg of 
iron plates- Modifier: -20. 

Vehicle Armor 3: Gives a vehicle +500 HP. -20 
exposure. -20 top speed and -5 KPFU- Requires: 100 kg 
of iron plates- Modifier: -30.- 

Vehicle Armor 4: Gives a vehicle +800 HP. -30 
exposure. -25 top speed and -b KPFU- Requires: 200 kg 
of iron plates- Modifier: -5S0Q. 

Vehicle Armor 5: Gives a vehicle +1000 HP. -40 
exposure. -30 top speed and -& KPFU- Requires: 300 kg 
of iron plates- Modifier: -bQO. 

Vehicle Spikes 1: Gives vehicle +5 AC. Requires: 15 
kg of iron rods- Modifier: -10.- 

Vehicle Spikes 2: Gives vehicle +10 AC- Requires: 20 
kg of iron rods- Modifier: -2Q.- 

Vehicle Spikes 3: Gives vehicle +15 AC and -5 top 
speed- Requires: 40 kg of steel rods. Modifier: -40. 

Vehicle Spikes 4: Gives vehicle +20 AC and -10 top 
speed- Requires: 40 kg of steel rods- Modifier: -bO.- 

Vehicle Spikes 5: Gives vehicle +25 AC and -15 top 
speed- Requires: 100 kg of steel rods- Modifier: -70.- 

WEAPONSMITHING 

Recipes take 1 hour to attempt. Those for firearms 
require a gunsmith kit.i and those for melee weapons 
require a welding/cutting torch. 

Improved Capacity 1: Improves a pistol or assault 
rifle'’s ammo capacity by 3- Requires: 1 kg of aluminum 
panel. Modifier: QO. 

Improved Capacity 2: Improves a pistol or assault 
rifle'’s ammo capacity by 5S- Requires: 1 kg of aluminum 
panel. Modifier: -20.- 

Improved Capacity 3: Improves a pistol or assault 
rifle'’s ammo capacity by &- Requires: 1 kg of aluminum 
panel. Modifier: -40Q. 

Improved Capacity 4: Improves a pistol or assault 
rifle'’s ammo capacity by l2e@- Requires: 1 kg of aluminum 
panel. Modifier: -&0.- 

Improved Capacity 5: Improves a pistol or assault 
rifle'’s ammo capacity by 20- Requires: 2 kg of aluminum 
panels. Modifier: -1e20. 

Improved Range 1: Improves a firearm’s lethal range 
by 10 meters- Requires: 1 kg of steel rods- Modifier: 
O. 
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Improved Range 2: Improves a firearm’s lethal range 
by 20 meters- Requires: 1 kg of steel rods- Modifier: 
-10- 

Improved Range 3: Improves a firearm’s lethal range 
by 30 meters- Requires: 1 kg of steel rods- Modifier: 
-cO- 

Improved Range 4: Improves a firearm’s lethal range 
by 40 meters- Requires: 1 kg of steel rods- Modifier: 
-30- 

Improved Range 5: Improves a firearm’s lethal range 
by 50 meters- Requires: 1 kg of steel rods- Modifier: 
-4Q. 

Improved Sights lh: Improves a firearm"’s attack 
modifier by +5- Requires: Magnifying glass- Modifier: 
-10- 

Improved Sights 2: Improves a firearm"’s attack 
modifier by +10- Requires: 2 Magnifying glasses. 
Modifier: -cQ0- 

Improved Sights 3: Improves a firearm"’s = attack 
modifier by +15- Requires: 3 Magnifying glasses. 
Modifier: -30.- 

Improved Sights 4: Improves a firearm"’s attack 
modifier by +20- Requires: 4 Magnifying glasses. 
Modifier: -40. 

Improved Sights 5: Improves a firearm"’s attack 
modifier by +25- Requires: 5 Magnifying glasses. 
Modifier: -SQ.- 

Rapid Fire 1: Increases a pistol or assault rifle'’s 
ROF by 1- Requires: Heavy spring- Modifier: -20. 

Rapid Fire 2: Increases a pistol or assault rifle’s 
ROF by @- Requires: 2 heavy springs- Modifier: -40. 

Rapid Fire 3: Increases a pistol or assault rifles 
ROF by 3- Requires: 3 heavy springs- Modifier: -&Q0.- 

Repair Weapon: Enables the character to repair a 
broken weapon to working condition. Firearms. including 
vehicle weapons. require a gunsmith kit and melee 
weapons require a welding/cutting torch- Modifier: -20.- 


ITEMS 

Merchants buy items for half the sale price modified 
by the character’s trade skill- A merchant will not buy 
anything worth less than -O2- All values are in grams 
of gold- Nearly everyone in the world has something for 
salei and which vendors exist and their inventory are 
up to the game master. 

Worn armor (excluding shields). one canteen (full), 
one quiver (full).i1 and one pack (empty) does not count 
against a character's carrying capacity- A character 
without any carrying capacity can carry 2 kg in their 
hands. or a single 20 kg object, but must take one turn 
to set the stuff down for a fight. 
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ARMOR 


KG VALUE | AC | MODIFIER 
Body- 
Advanced combat armor b 30 14 | -L MPT, +10 kg capacity 
Dura Tuch vest 3 10 10 |0 
Combat armor 5 eo le | +5 kg capacity 
Football pads 4 4 b |O 
Leather armor 1 b 4 |0O 
Leather jacket 1 2 4 |+5 kg capacity 
Thick cotton shirt “1 3 2/0 
Feet- 
Armored boots 1 25 & | -1 MPT 
Combat boots “1 eo 5 |0 
Fine boots +1 15 4 o)+L MPT 
Hunting boots -2 ? 3/0 
Dura Tuch boots +3 30 ? 10 
Sneakers “1 “1 1 | +1 MPT 
Steel toe boots +3 2 2 |;-1 MPT 
Hands- 
Combat gloves +1 eo b |O 
Fingerless gloves -O5S 1 1/0 
Dura Tuch gloves -O5 30 ? /0 
Leather gloves -1 5 3/0 
Padded gloves = 2 e /oO 
Padded lea- gloves -2 10 4 10 
Tactical gloves -O5 15 5 |0 
Head- 
Ball cap -O1 1 1/0 
Bicycle helmet -O5 “5 e jo 
Construction hat “1 1.5 4 |O 
X sports helmet -O5 2 3/0 
Football helmet “2 5 5 |-5 to hit 
Dura Tuch helmet +1 15 ? |O 
Steel helmet “5 10 b |O 
Legs- 
Cargo pants -c 5 1 |+5 kg capacity 
Combat fatigues +1 15 5 |+10 kg capacity 
Heavy cargo pants 3 1 2 |+5 kg capacity 
Leather pants “5 5 3/0 
Dura Tuch fatigues 2 20 ? |O 
Tactical pants +1 10 4 | +10 kg capacity 
Work pants -2 -2 1/0 
Shield- 
Garbage can shield “5 1 2 |-5 to hit 
Large riot shield 3 5 5 |-10 to hit 
Replica shield 1 “2 1 |-5 to hit 
Small riot shield 2 3 3 |-5 to hit 
GENERAL ITEMS 
KG VALUE | MODIFIER 
Aluminum panel 1 1 Ingredient 
Ammo x5S- 
Arrow -O5 +5 75% retrievable chance 
Arrow, explosive 1 1 x2 DAM. nonretrievable 
Assault rifle -O1 “2 it} 
Assault rifle AP -O1 “5 -S DAM, +10 exposure 
Assault rifle HP -O1 “5 -10 to hits x2 DAM 
Cannon 1 2 it) 
Cannon high X 1 3 x2 DAM, 100 meter range. explosive DAM 
Cannon AP 1 a - 20 DAM. +50 exposure 
Crossbow bolt -O5 “5 50% retrievable chance 
C- bolt. explosive +1 1 x2 DAM. nonretrievable 
Machine gun -O1 “5 it} 
Machine gun AP -O1 1 -10 DAM, +20 exposure 
Machine gun HP -O1 1 -10 to hit. xe DAM 
Pistol -O1 +1 o 
Pistol AP -O1 “5 -S DAM. +10 exposure 
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Pistol HP 
Rifle 
Rifle AP 
Rifle HP 
Rocket 
Rocket high X 
Rocket AP 
Shotgun 
Shotgun slug 
Shotgun tri-ball 
Battery 
Best flashlight 
Best taser 
Best two-way radio 
Better flashlight 
Better taser 
Better two-way radio 
Can of food 
Canteens- 
Smalli 1-5 liter 
Medium. 3 liter 
Large, 4 liter 
Circuit board 
Condensed food pack 
Corroded shells x5- 
Assault rifle 
Pistol 
Rifle 
Shotgun 
Crude flashlight 
Crude taser 
Crude two-way radio 
DC motor 
Energy bar 
Fuels 1 liter- 
Diesel 
Gasoline 
Larry's Juice 
Fuel jugs- 
Small, 5 liter 
Medium, 10 liter 
Large, 15 liter 
Geiger counter 
Glass bottle 
Gunpowder 
Gunsmith kit 
Hammer 
Heavy spring 
Herb pipe 
Iron plates 
Iron rods 
LED light 
Lock picks- 
Poor 
Good 
Excellent 
Magnifying glass 
Medical supplies- 
Aloe vera 
Antibiotic x2 
Aspirin x2 


Church Mushrooms 


Garlic 

Gauze sheet x5 
Ginkgo Biloba 
Ginseng 
Oregano 

Pain pill xe 
Parsley 


ee 


-10 to hits x2 DAM 

it} 

-5 DAM, +10 exposure 

-10 to hits x2 DAM 

Explosive DAM 

x2 DAM, 100 meter range. explosive DAM 
-20 DAM, +b0 exposure, explosive DAM 

it} 


+20 to hit 
xe DAM 
Ingredient 
it} 

it} 

in} 

it) 

it} 

it} 

xe=food for 1 day 
it} 

it} 

it) 
Ingredient 


xl=food for 1 day 


Ingredient 
Ingredient 
Ingredient 
Ingredient 

it} 

it) 

it} 

Ingredient 
x3J=food for 1 day 


Oo 
Oo 
-3 KPFU.1 gas/diesel engines 


in} 

it} 

in} 
Indicates RADS per hour 
Ingredient 
Ingredient 
Tool 

Tool 
Ingredient 
it} 
Ingredient 
Ingredient 
Ingredient 


HOOO 


ngredient 


Ingredient 
Ingredient 
Ingredient 


3 hr duration, -3 MPT, -10 to hit. and 
10 DAM immunity per -O1 kg consumed 
Ingredient 

Ingredient 

Ingredient 

Ingredient 

Ingredient 

Ingredient 

Ingredient 
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Poison antidote 
Potassium iodide x2 
Red Clover 

Soothing gel. weak 
Soothing gel. med 
Soothing gel. str 
Smoking herb 


Speed tonic 
Strength tonic 


Molotov cocktail 
Mortar and pestle 
Needle 
Packs- 
Duffle bag 
Large backpack 
Roll bag 
Small backpack 
Strap pack 
Percussion cap 
Quivers- 
Small.i 10 capacity 
Medium. 20 capacity 
Large, 30 capacity 
Radiation suits- 
Basic 
Advanced 
Premium 
Rag 
Receiver 
Screwdriver 
Shell casings x5- 
Assault rifle 
Pistol 
Rifle 
Shotgun 
Small solar cell 
Spool of thread 
Steel rods 
Steel sheet 
Tape, 1 roll- 
Duct 
Electrical 
Medical 
Tires- 
4-Wheeled 
Large 
Motorbike 
Transmitter 
Water, 1 liter 
Welding torch 
Wire. 1 meter 
Wrench 


wOunrwuy,Uve 


WUE Wee eae 


wW 


ee 


Me My POF 


BP Lwownumw 
= 


wn 


Mu e 


Cures one random poison 

-300 rads 

Ingredient 

Heals 2D10xe HP 

Heals 2D10x4 HP 

Heals 2D10x& HP 

Heals 4D10 per -01 smoked- Not usable in 
combat 

+2 combat order for 2 hours 

+3 melee DAM and throwing distance for 1 
hour 

2eD10 DAM 

Tool 

Tool 


30 kg carrying capacity 
20 kg carrying capacity 
40 kg carrying capacity 
15 kg carrying capacity 
10 kg carrying capacity 
Ingredient 


it} 
O 
it} 


-50 rads hour exposure 
-150 rads hour exposure 
-250 rads hour exposure 
Ingredient 

Ingredient 

Tool 


Ingredient 
Ingredient 
Ingredient 
Ingredient 
Ingredient 
Ingredient 
Ingredient 
Ingredient 


Ingredient 
Ingredient 
Ingredient 


Replacement part 
Replacement part 
Replacement part 
Ingredient 

Water for a day 
Tool 

Ingredient 

Tool 
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WEAPONS 


KG VALUE DAM AMMO MODIFIER ROF | #HANDS/ 
CREW 

Assault rifles- 
AK-4700 2-5 30 D10 40 Oo 4 2 
G50 3 10 2D10 co -10 to hit 3 2 
Jr- Sprayer 1.5 “5 D1O 10 -10 to hit 2 2 
AP=39 2 2 D10 co -S to hit 2 2 
M-38 2-2 b D10 eo i] 2 2 
Bows- 
Compound 1 10 3D10 1 i] 1 2 
Crossbow 1 15 4D10 1 Oo 1 Ee 
Hand crossbow -2 “3 D10/e2 1 i] 1 1 
Recurve -3 5 2D10 1 i] 1 2 
Simple -c 2 D10 1 i] 1 2 
Melee- 
Axe 2 5 3D10xe - -S to hit 1 2 
Baseball bat 5 -c D10xe - -S to hit 1 2 
Cane knife +1 2-5 D1O - +5 to hit 1 1 
Chain 4 5 D10 = i] 1 1 
Crowbar 2 “5 D1O - -S to hit 1 1 
Crude club 5 -2 2D10xe = -10 to hit 1 2 
Hunting knife -2 2 D1O - Oo 1 1 
Homemade knife -3 “2 D1O - -S to hit 1 1 
Katana -2 5 2D10xe2 - +5 to hit 1 2 
Machete -2 3 2D10 i i] 1 1 
Sledge hammer 4 1 4D1LOxe * -10 to hit 1 A 
Spiked bat 1 1 D10xe - Oo 1 2 
Steel pipe 3 “2 D1LOxe2 - -S to hit 1 2 
Tomahawk 1 4 D1O - +5 to hit 1 1 
Pistols- 
Death Master 1.5 ? 2D10 5 Oo 1 1 
Death Mas- Pro 1-5 15 ?D10 6 +5 to hit 2 ah 
Homemade 1 “5 D1O 3 -S to hit 1 1 
Jr. Killer 5 1 D10 4 i] 1 1 
The Winger 1 2.5 D1O 4 +5 to hit 1 1 
Rifles- 
BARR 4 es 4D10 4 i] 1 2 
Bear Hunter 4 10 3D10 3 i] 1 ta 
Deer Hunter 2 2 D10 5 i] 1 2 
Jr. Hunter 1 5 D1O 4 -S to hit 1 2 
Man Hunter 3 5 2D10 4 Oo 1 2 
Shotguns- 
Automatic 4 30 2D10 12 -S to hit 3 2 
Double barrel 2 2 2D10 2 Oo 2 2 
Pump | 5 2D10 5 i] 1 2 
Single barrel 2 “5 2D10 1 o 1 2 
Semi-automatic 4 10 2D10 b -S to hit 2 2 
Unarmed- 
Brass knuckles -1 3 D10 = i] 2 e 
Spiked knuckles -2 5 2D10 - +5 to hit 2 2 
Vehicle weapons- 
Cannon 7o0 50 4D1Oxe 1 -2700 kg cap 1 2 
Heavy cannon 300 70 4D1LOx4 1 -300 kg cap 1 2 
Heavy mach- gun a5 30 2D10xe eoo -15 kg cap a 1 
Machine gun 10 20 2D10 100 -10 kg cap 3 1 
Rocket launcher 50 40 4D10x3 4 -50 kg cap 2 c 
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VEHICLES 


VALUE | MODIFIER 
4-wheeled- 
Destruction X 150 |+10 to driving rolls 
Dune buggy 70 i] 
Farm truck 70 -10 to driving rolls 
Ratrod 60 -10 to driving rolls 
SUV 100 |0O 
The Dustinator 120 | +10 to driving rolls 
Large- 
Armored truck 200 |-10 to driving rolls 
Flatbed 150 |-20 to driving rolls 
Panel truck 150 |-20 to driving rolls 
Military- 
Bulldog 300 | Immune to flat tires and weapon capacity 
reductions 
Personnel carrier 400 |Immune to flat tires and weapon capacity 
reductions 
Motorbikes- 
Bull quad 60 +10 to driving rolls 
Mule quad 45 it] 
The Dirt Streak 30 Oo 
The Kido 20 -10 to driving rolls 
The Racer so +10 to driving rolls 
The X quad 40 Oo 
Unibike so -20 to driving rolls. immune to flat tires 
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INTRO ADVENTURE: MOVING ON UP 

Game master notes: The actual location and date of 
this adventure will be wherever your story requires it 
to be- The characters have lived here for a short while 
before meeting each other and know everyone important. 
All italics are meant to be read to the players. 
Character outlines can be read when the character asks 
about the NPC. or when they first arrive at the NPC’s 
residence. 

Abandoned buildings can be treated one of two ways: 
Either you can decide what each character finds if they 
search the building. or you can let them roll on the 
scavenger table- Each character should not find more 
than one thing unless it is large enough to be searched 
in sections. 

Vicksburg, 2130-2300- 7he inhabitants live among the 
ruins of a town that once held many more people- They 
survive by farming, hunting: and looting what they can 
while trying to survive any threats that happen upon 
them. 

You and = your adventuring cohorts have grown 
discontent. Travelers have brought stories of a _ city 
and have gold dust from their efforts there. However, 
riches bring danger: 

Not only is the area infested by feral dogs: but 
raiders and cannibals prey on anyone slow, foolish: or 
weak enough to become another victim. It’s said to 
become more dangerous closer to the city because of the 
wealth and activity. 

There’s a long path if you want out of your hand-to- 
mouth Jlifestyle- You can start by asking Randy for 
work. 

Randy and his guards- fandy; the defacto leader of 
the village, is a slim mani nearly starved looking: 
who’s always in his apartment working. He took over 
after a cannibal raid removed the previous village 
head. He is the fourth ‘mayor’ in eight months. Feral 
dogs got the first, and the second died in a shootout 
with his wife. 

Randy has a basic dune buggy sitting in front of his 
door and three bare bone Kidos for his guards- His four 
guards reside in apartments next to him. and two are 
always standing outside- In the event of an attack. the 
guards inside will wake and enter the fight on the 
third turn after explosives or firearms are _ used. 
Characters can hire Randy for any stage @2 or less 
Metalworking recipe. 

Randy’*s stats: 945 HP, Jb AC.i & MPT. shotgun 732%, 
semi-automatic shotgun 2D10 DAM. 2 ROF. 80 ammo. Dura 
Tuch vest.i steel toe bootsi cargo pants. leather 
gloves, XP value: 100. 
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Randy”’s guards x4: 50 HP, 10 AC, 10 MPT. pistol 782%, 
The Winger DLO DAM. 1 ROF. 4O ammo. football pads, 
steel toe boots.i cargo pants. fingerless gloves. XP 
value: 50 each. 

Randy’s job: His door is open- He will look up from 
what he’s working on when approached. and say. “You 
ever killed a dog? Got some needing put down in the 
garden behind the apartments here- They’re digging 
under the fence and going after the cats we keep in the 
field for pest control. Ny guards don’t have time to 
take care of them between getting high. and getting 
high.. I71l give you a bit of gold dust if you do it.” 

Behind the apartments is a large. fenced in garden 
with a different vegetable in every row- The gate isn’t 
locked- The dogs charge from a row of plants as the 
characters enter.i causing them to suffer -2 to their 
combat order rolls unless they take precautions. 

Small feral dogs xe: 30 HPs 5 ACa ? MPT. unarmed 55%; 
DIO DAMs 1 ROF. XP value: 10 each. 

Rewards: The group gets 2D10x-1 grams of gold dust. 
Once the job is done. Randy says. “7hanks- Now the cats 
can keep eating the moles and gophers that are messing 
with the fields. Make sure you ask Bob and Riley about 
work also." 

Bob and his herb farm- 806 calls himself a hippy: 
and no one else knows what it means: but they do 
understand the smoking herb he grows that gives people 
a reason to stop in the village. He keeps his barred 
security doors locked at all times and conducts trade 
through a hole cut in the trailer wall. No one knows of 
him stepping outside his place in years. He breeds 
guard dogs and has several roaming the property. 

His backyard is enclosed by a 10-foot tall privacy 
fence topped with barbed wire and attached to the 
trailer on either end- If attacked or a fight starts 
outside his place, he will fire his assault rifle 
through the security doors with a -10 to hit- His dogs 
will attack anyone who gets inside his trailer or fence 
without permission. but he won't let them loose- He 
will shut his door and cease fighting if at less than 
40 HP. 

Bob"’s stats: 4&0 HP. 10 ACs 20 AC with cover provided 
by being inside the trailer. b& MPT. assault rifle 73%, 
AK-4700 D10 DAM, 4 ROF.s COOO ammo.r1 leather armor: 
sneakers, work pants. XP value: 100- 

Bob"s dogs x4: 70 HPs 5 AC, 10 MPT.1 unarmed 65%, 2D10 
DAM, 1 ROF.s XP value: 50 each. 

Bob’s job: Bob will come to the hole next to the door 
if any of the characters knock, and say.i “Davei man! 
Bout time. You gonna take Lady Craycray her medicine?” 

The characters can answer yes or no to taking the 
job. If someone says they’re not Dave.r Bob will say, 
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“Are you off your medicine: Dave? Are you going to take 
this or not?” 

If the characters accept the job. Bob will hand a 
large paper bag through the hole. and say. “She’s paid 
up for some time, just drop this off and come back for 
your payment.” 

After knocking on Craycray’s door: The door of the 
trailer is jerked open at the first knock by a tall, 
pale skinned: red-headed: old woman dressed neck to 
ankle in black leather and holding a rubber police 
baton- She takes the bag and smiles. “Come back if you 
want to spend some gold: otherwise, run along: my 
clients require privacy." She turns from the door as a 
bound, gagged man hops out of the back room. She knees 
him in the groin and beats him to the floor with the 
baton while the door shuts. 

Rewards: The group gets D10/2x-1 kg of smoking herb- 
Once the job is done. Bob saysi “Thanks: Dave- Nake 
Sure you take your medicine-” 

Riley’s Rides- Ailey is the go-to man in the area 
for vehicles. He has a small stock of vehicles behind a 
chain-link fence. Two guards with rifles stand on the 
roof of his trailer while Riley waits for customers in 
a bullet proof shack next to the gate. 

Riley won't leave his booth without reason. and most 
his sales are prearranged- He will show anyone around 
who shows gold to spend on wheels. provided they disarm 
themselves before entering the gate. 

Riley”’s stats: 40 HP. 1b AC. & MPT. assault rifle 
73%, AK-4700 DLO DAM, 4 ROF. 200 ammo. Dura Tuch vest: 
steel toe boots. cargo pants. leather gloves, XP value: 
100- 

Riley’s guards x2: 50 HP, 10 AC. 10 MPT, rifle 73%, 
BARR 4D1L0 DAM, L ROF.s 40 ammo. football pads. steel toe 
bootsi cargo pants. fingerless gloves, XP value: 50 
each. 

Riley"s job: The characters will notice a body lying 
in the street when they approach the car lot- A single 
bullet has blown most of the man’s skull offs and he’s 
been stripped to dirty underwear. The blood is tacky in 
the center. His skin is crisscrossed with scars and 
partially healed wounds that look self inflicted. His 
teeth have been filed to points; and what remains of 
his head is bald and tattooed. His pierced earsi nose: 
and lips have human knuckle bones in the holes. 

Riley will wave to anyone who gets close- When they 
get to his shack. he'll say. “7he cannibals are out and 
about again- Ny guys sniped this one coming out of the 
abandoned section to the southeast. I7ll give you some 
gold if you go root these bastards out.” 

There’s four cannibals lurking in the empty buildings 
to the southeast of Riley- They’re dressed in rags and 
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armed with homemade knives- Their exact location is up 
to the game master. They are searching the ruins in 
groups of two and one group will arrive to the aid of 
the second on the fourth round of combat after firearms 
or explosives are used- The cannibals are on the hunt, 
and characters receive -l to combat order rolls unless 
they take precautions. 

Cannibals x4: 30 HP. O AC. & MPT. melee b0%, homemade 
knife DLO DAM, 1 ROF. XP value: 10 each. 

Rewards: The group gets 2D10x-1 grams of gold dust 
when they return to the car lot- Riley says. “They're 
getting braver. They’ve ate the population down in the 
outlying areas and are trying to move in on us here." 

The vague threat of cannibals on the horizon closes 
out the jobs available in Vicksburg. However, the 
characters still have an area to explore. 
Alternatively, they can find a suitable building to 
barricade for a base of operations or search the area 
with their Scavenge or Herbal Lore skills. 

Other named people- These are the rest of the named 
characters in Vicksburg. 

Crazy Dave- Dave: as he calls himself, wanders the 
streets of the village and sleeps wherever he sits down 
at night. Everyone calls him ‘Crazy’ Dave because the 
only food he eats is cannibal meat, yet doesn’t think 
he’s a cannibal. He’ll come to the aid of anyone he 
sees in trouble in case there’s something for him to 
eat. 

Crazy Dave's stats: 140 HP, QO ACi & MPT. melee 943%, 
machete 2D10 DAM, 1 ROF. XP value: 200. 

Father Mark’s Church- Father Mark is the only real 
clergy within miles. He digs the graves behind his 
makeshift church by hand and blesses anyone who wants 
the favor- He'll lock himself inside if there's trouble 
and won't fight back» Randy’s guards and anyone else 
close by will come to his defense if need be. 

Father Mark’*s stats: 30 HP, QO ACs XP value: 10. 
There’s nothing of value in his church- He has no 
weapons or armor, and survives off donated food. 

Joanne’s Trading Spot- Joanne is a sturdy built, 
bleach blond: merchant in combat armor’ sporting 
attitude to spare- Shetll make short work of anyone 
Starting trouble with her duel Death Master Pros: and 
will tell anyone to move on if they have questions 
instead of gold. 

She has all general items listed and whatever 
weapons.i armor. and recipes the game master wants the 
characters to access through her. 

Joanne’s stats: 120 HP. 30 AC. 10 MPT. ambidexterity 
75%. pistol 75%. Death Master Pro xe 2D1L0 DAM each, 2 
ROF each, 300 ammo- Advanced combat armor.i armored 
boots. tactical gloves. combat fatigues. XP value: 150. 
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Lady Craycray- Lady Craycray is the 60-year-old 
owner of the local brothel called Crazy Lays- She lives 
in a converted semi trailer that serves as her brothel- 
She’s another primary reason people stop at_ the 
village. 

Lady Craycray’s stats: 110 HP, 10 AC. 10 MPT, 
ambidexterity 75%, melee 75%. machete x2 2DL0 DAM each, 
1 ROF each- Lady Craycray’s leather suit. XP value: 
150- 

Stan and the safe house- Stan is the local leader of 
the Cannibal Railroad. They help runaways escape from 
cannibal mills; many of which can’t speak. He and his 
helpers live in a house across from Riley's. A shed 
hides the runaways. 

Stan’s stats: 170 HPs & ACs & MPT.i melee 86%, tomahawk 
DLO DAM, 1 ROF each- Leather jacket. sneakers. work 
pants, XP value: 100. 

Stan's helpers x4: 30 HP. 2 AC. & MPT. melee 645%, 
spiked bat D10x2 DAM. 1 ROF each- Sneakers. work pants, 
XP value: 10 each. 

Civic Center- This building is locked tight (-20 
lockpick modifier) by a padlock on the door that Randy 
has the key to- The town fortifies themselves inside 
here in the event of an attack. Rooftop access allows 
snipers to look over the village. 

The rest of Vicksburg- 7he remainder of the village 
is a mix of farmers and scavengers: bringing the total 
number of villagers to about 25- None have armor or 
firearms and will run toward Randy’s place for 
protection if attacked. 

The area around Vicksburg- The village sits in the 
bottom of a shallow river valley surrounded by forests 
and hills- This area contains some features that can be 
used to continue the characters” story in Vicksburg. 

Tears River: This waterway used to bring life to the 
area but now supplies brown, poisoned water that kills 
anyone who consumes it without purification- Not even 
the wildlife can withstand the toxins, and skeletons 
litter the banks- The road running north crosses the 
river where a small group of outlaws extort travelers. 

The outlaws won"’t attack the characters, but will use 
force to keep them from crossing without paying- Each 
person who wants to use the bridge without fighting 
must give them -l1 gram of gold dust or item(s) worth 
co. 

Outlaws x3: 35 HP. O ACi b MPT. melee 67%, spiked bat 
DLOxe DAMs L ROF. XP value: 20 each. 

The Church Community: This old subdivision is the 
home base of Lunatic Larry and the Church of the 
Insane- No one knows what they follow since no one has 
left them: or been allowed: and various rumors about 
late night chanting and singing persist. Their traders 
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only carry Church MNushrooms and a fuel they call 
Larry’s Juice. 

The fence built around the subdivision is solid wood 
and three meters high- Nothing can be seen of what’s 
inside- Church members wearing bed sheets will try to 
indoctrinate anyone who approaches their gate by 
offering large amounts of Church Mushrooms. Any 
character who takes this ‘gift’ joins the cult. and the 
player loses control of them- One of their traders 
hangs around outside the front gate most hours of the 
day» Two guards watch out for the trader from a gate 
tower. 

Lunatic Larry: 190 HP, 32 AC. 14 MPT. pistol 113%, 
Death Master Pro e2D10 DAM, 2 ROF. 200 AMMO, combat 
armor, combat boots.i tactical gloves. steel helmet, 
tactical pants. XP value: 300. 

Church Guards x10: &0 HPs 18 ACs & MPT. shotgun 41%;4 
pump shotgun 2D10 DAM, 1 ROF. SO AMMO. leather armor, 
hunting boots.i leather glovesi tactical pants. XP 
value: 100 each. 

Church Members x35: 35 HP. O ACi & MPT. pistol b?%,4 
Junior Killer D10O DAM, 1 ROF. XP value: 20 each. 

Cannibal Camp: A small group of cannibals took over 
a hilltop to the southeast of Vicksburg. This is the 
source of incursions into the village- 

The camp is set up in a ruined house in the 
subdivision- Two grunts are always on the lookout from 
the roof- Characters suffer -4 to their combat order 
rolls unless they take precautions. 

Cannibal, soldier/fast: 40 HP. 5S AC. & MPT. melee 
b0%., hunting knife DLO DAM. 1 ROF. XP value: SO. 

Cannibal. grunt x4: 30 HP, O ACs & MPT. melee 640%, 
homemade knife DLO DAM, 1 ROF. XP value: 10 each. 
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MAP 1 


% 
Full size map: http://www-ephiroll- com/files/intromapl-pdf 
Full size map: http://www-ephiroll-com/files/intromape-pdf 


MAP 2 


MAP 3 


Full size: http://www-ephiroll.-com/files/intromap3-pdf 
Full size: http://www-ephiroll-com/files/introarenamap-pdf 


ARENA MAP i 
Bo THE ARENA 


| wate y. 3 * ‘ ss whe | 
@ : 


Chamber, 


Ls _ 
| | “q | * | ‘ fhe | 
allt, . . & ss 
| | | | 


~4Wp~ 


THE ARENA 

This is a side game that can be played with or 
without a game master for practice. experience. or to 
pass time- Characters can fight each other. team up 
against others. or place bets on other contestants that 
the players fight. 

THE LOCATION 

The arena is inside a warehouse that has_ been 
modified to keep stray bullets from killing spectators 
or anyone passing by- The actual world location is 
wherever the characters are. 

THE RULES 

Fights start once the door to the Killing Chamber is 
locked. They end when a faction is rendered unconscious 
and moved to the medical station to be revived to 1 HP. 
Characters cannot use any type of heals during the 
fight or they will be disqualified and forfeit any bet 
they placed. Characters cannot loot weapons or armor 
from contestants. They gain half the experience points 
they would for a normal kill. The person or group who 
gets the highest on a DIG roll enters first and takes 
the starting position against the far wall. Attacking 
fighters or spectators outside a match will result in 
everyone present attacking the trouble maker(s). 

The Killing Chamber- 7his is the battlefield. The 
walls of the cavernous room have been lined with armor 
to protect those outside. Large barriers 14-5 meters 
high protect each starting point drawn in white paint. 
The ceiling is 10 meters above the floor and a forest 
of steel support beams holds it up- The only Ilight 
source is a large, barred hole in the roof that leaves 
the corners of the room in shadows on the brightest of 
days- 

Arena Office- The pit boss stays here during fights 
to oversee the bookies. He has two guards in the room 
with him. 

Bookie Room- This is where three bookies track bets 
and fighters through a barred window. 

Hallway- The door to the office stays locked (-10 
lockpick modifier). Two guards stand here. 

Lobby- This is the main room for most concerned. 
Three large video monitors show feed from le cameras in 
the Killing Chamber. The lobby is crowded and most 
fighters wait outside for their turn- Two guards 
control access to the VIP room. 

Airlock- This is where fighters enter and exit the 
Killing Chamber- Two guards watch over the triple- 
locked. steel door. 

VIP Room- This is where those who have placed bets of 
more than 10 grams can watch the fight- Perks include 
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plenty of elbow room and a monitor several times the 
size of those in the lobby. 

Medical Bay- Losers: and sometimes winners. are 
brought here after the fight- 

Quthouses- These are the bathroom facilities- Lack of 
guards and their position around the corner makes them 
a prime spot to jump someone or get jumped before a 
fight. 

Arena regulars- Most, including the bookies.i medical 
team, and spectators.i are unarmed- However, there are 
always challengers and weaker fighters hanging around. 

Markus1 Pit Boss: 175 HP, 33 ACi le MPT. assault 
rifle 108%, AkK-4700 DLO DAM, 4 ROF. 4OO AMMO. combat 
armor, combat boots, tactical gloves. Dura Tuch helmet, 
tactical pants. XP value: 300. 

Arena Guards x&: 40 HP. 9 ACi & MPTa1 unarmed 432%, 
spiked knuckles 2DL0 DAM. 2 ROF. football pads. steel 
toe boots, work pants. XP value: 100 each. 

Hannibal the Cannibal: T7he current champion. Will 
pause during the fight to lick blood off his sword to 
demoralize his opponent (characters must pass a Wit 
check or have a -10 attack modifier for 1 turn)- 240 
HP, 19 ACs 14 MPT. melee 126%, Katana 2D10 DAM 1 ROF; 
armored boots. steel helmets Dura Tuch fatigues. XP 
value: 400. 

Rot-man: An up-and-comer looking to make a name for 
himself. 4bO HP. 1b AC. & MPT. shotgun 98%. semi- 
automatic shotgun 2DLO DAM.s 2 ROF. Dura Tuch vesti 
steel toe boots, tactical pants. XP value: 250. 

Hope: When asked about her name, this heavily 
tattooed, bald woman saySi1 ‘Hope you run fast’. 110 HP, 
19 AC, & MPT. pistol 90%, Death Master Pro 2D10 DAMs 2 
ROF. leather armori hunting boots. combat fatigues, 
small riot shield. XP value: 150- 
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INFO/TABLES 

CHARACTER CREATION AND LEVELING 

Name. sexi age. weight. height. eyes.i and hair are up 
to the player, as is non-modifier clothing- The player 
must choose right or left handed for called 
shot/primary hand purposes. 

Characters get 70 attribute points at creation. These 
can be placed wherever the player wants, but all 
attributes must be at least l.- 

ATTRIBUTE MODIFIER TABLE pg 48 

Starting HP equals: 30+2D10+Vigor modifier+tLuck 
modifier- All characters gain D10/2 (rounded up) HP per 
level modified by their Vigor and Luck- Negative 
modifiers cannot reduce this below 1- Characters can 
fully heal by resting for & hours- When advancing a 
level, fully healed characters keep their full HP. but 
a wounded character remains at their current HP until 
healed by other means. 

Each character starts with 2DIOx4x-L grams of gold 
dust modified by Luck at the rate of -1l per l. 

All skills start at 10%- Characters get a 20% bonus 
on 2 skills representing what they focused on before 
starting their adventurei and S50 additional = skill 
points modified by Logic and Luck to distribute how 
they want- Characters can pick two stage one recipes. 
All others are found or bought. 

Starting at level 2,1 characters receive 5 skill 
points, modified by Logic and Luck.i to put into what 
they want- They also gain the option to spend 10 skill 
points to raise an attribute by 1l- Skill points can be 


saved for any length of time. 
Character sheet: http://www-ephiroll-com/files/rpgsheet -pdf 


SKILL ADVANCEMENT TABLE pg 48 
LEVEL ADVANCEMENT TABLE pg 48 


NPCS 

All NPCs use the same tables and skills as player 
characters, but only use the skills required by the 
game master, normally combat. Animals always have all 
their points in unarmed and dodge- Human NPCs will have 
gear roughly equal to a player character depending on 
how difficult the game master wants the campaign to be. 

Merchants will have an inventory relative to the area 
they serve- The number of skilled workers.i their 
pricesi and what they can do for the character will 
depend on the area and how hard the game master wants 
it to be for characters to access skill benefits 
outside their expertise. In general. recipes are 3 
grams of gold per stage to pay someone for a service. 
Success is guaranteed. but the character must supply 
ingredients. 
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Hit Points (HP): How much health the NPC has. 

AC: The NPC’s adjusted armor class. 

Meters Per Turn (MPT): How fast a NPC moves in 
combat. 

Attack %: The NPC’s adjusted skill with their chosen 
weapon and their focus skill- 

Weapon/damage/ROF/ammo: The NPC"*s weapon. damage and 
ammo- Any ammo they use during the fight is subtracted 
from what the characters can loot- Animal NPCs will 
only have a damage and ROF.- 

XP value: How much XP the NPC is worth if killed. 

Armor: Armor or items the characters can loot- 

Vehicle: The type of vehiclei if any.i the NPC is 
operating. its AC and HP. 


SAMPLE ENEMY NPCS 

Cannibals- By far. the greatest risks to life are 
dozens of clans. sometimes cities. of cannibals that 
treat other human beings as prey- Most prefer melee 
weapons so they can bathe in the blood of their enemies 
while fighting and for dismemberment before transport. 
They rarely wear armor. but some can be found wearing a 
suit of human skin leather armor- This armor covers the 
body and legs. providing AC of 10- Venders will not buy 
this armor and any character who finds a suit can only 
leave, use. or carry it along- Nearly all clans have 
specific self mutilations to identify their members. 
The most primitive clans reverted to grunts for speech 
and are hunted by the more talkative groups. 

Human skin leather armor: 5 kg. 10 AC. O value- Fills 
body and leg armor slots. 

Cannibal. grunt: 30 HP, O ACs b&b MPTi1 melee 60%, 
homemade knife DLO DAM, 1 ROF. XP value: 1O.- 

Cannibal. grunt/fast: 30 HPs 5 AC. & MPT. melee 50%; 
homemade knife DLO DAM, 1 ROF. XP value: 10. 

Cannibal, soldier: 40 HP, QO ACi b&b MPT. melee 73%, 
hunting knife D10O DAM, 1 ROF. XP value: SQ. 

Cannibal. soldier/fast: 40 HP. 5S AC. & MPT. melee 
60%, hunting knife DLO DAM. 1 ROF. XP value: SOQ. 

Cannibal. brute: 80 HP, O ACs b&b MPT. unarmed 95%, 
spiked knuckles 2D1L0 DAM. 2 ROFs XP value: 150. 

Cannibal. brute/fast: 80 HPi 7? AC. & MPT.i unarmed 
75%. spiked knuckles 2D10 DAM. 2 ROF. XP value: 150. 

Cannibals dismemberer: 140 HP, O AC. & MPT. melee 
91%, axe 3DL0 DAM, 1 ROF. XP value: 2OO- 

Cannibals dismemberer/fast: 140 HPs 7? AC. 10 MPT, 
melee 63%, cane knife DLO DAM, 1 ROF. XP value: 200- 

Cannibal, clan king: 195 HP, 10 AC. 10 MPT. melee 
978%. sledge hammer 4D1LO DAM. 1 ROF. XP value: 300- 
Human skin leather armor. 

Cannibal. clan king/ambidextrous: 195 HP, 10 AC. 10 
MPT. ambidexterity &?%/melee 87%. cane knife x2 DLO DAM 
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each, lL ROF each. XP value: 300- Human skin leather 
armor. 

Dangerous wildlife- Humans are hunted by animals 
after they have dined on the dead and developed a taste 
for human flesh- Exotic animals escaped from zoos or 
were released by their owners and multiplied- Packs of 
feral dogs are nearly as much of a threat as cannibals. 
The various dogs that managed to survive the flood and 
war produced an aggressive. tough breed. 

Brown bear: 140 HPs QO ACs & MPTa unarmed 94%, 2d10xe 
DAM, 1 ROF. XP value: COO. 

Chimpanzee: 150 HP, 4 ACs 15 MPT; unarmed 913%, 2D10xe 
DAM, 2 ROF. XP value: 300. 

Dogs small: 30 HP. 5S ACa 7 MPT. unarmed 55%, D1O DAM, 
1 ROF. XP value: 10. 

Dog. large: £0 HPs 5 ACi 10 MPTa unarmed 65%, e2d10xe 
DAM, 1 ROF. XP value: SO. 

Dog. very large: 100 HPs 5 ACs 10 MPTa1 unarmed 40%; 
2DLOx3 DAM. 1 ROF. XP value: 150. 

Liger: 145 HPs 4 ACs 15 MPT. unarmed 73%, D1IOx4 DAM, 
C ROF. XP value: COO. 

Pythons small: 120 HP. le ACs 10 MPT.1 unarmed 70%; 
2DLOx2e DAM, 1 ROF. XP value: 150. 

Pythons large: 245 HP. 14 ACs 10 MPT.1 unarmed 912%;5 
CDLOx4 DAM, 1 ROF. XP value: 4OO. 

Security forces- This could be a few guards to 
protect a leader. dozens to protect a town. or an army 
to capture territory. Any community that does not want 
consumed by cannibals or raided by someone else keeps 
some form of security. 

Recruit: 50 HP. 7? ACi & MPT. pistol 73%. Jr- Killer 
DLO DAM, 1 ROF. 4O AMMO. leather jacket.i steel toe 
boots, work pants; XP value: SQ- 

Soldier: 60 HP, 15 ACi & MPT. shotgun 41%. pump 
shotgun e2DL0 DAM, 1 ROF. SO AMMO, leather armor, 
hunting boots. tactical pants. XP value: 100. 

Squad leader: 130 HP, 23 ACs & MPT. assault rifle 
93%, M-38 DIO DAM, 2 ROF. COO AMMO. Dura Tuch vesta 
hunting boots. steel helmeti tactical pants. XP value: 
COO. 

Captain: 190 HP, 32 AC, 10 MPT. pistol 113%. Death 
Master Pro 2D10 DAM, 2 ROF, 2OO AMMOs combat armor, 
combat bootsi tactical glovesi steel helmet.i tactical 
pants, XP value: 300. 
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ATTRIBUTE MODIFIER TABLE 


1: -5 e3: +5 39: +13 55: +21 
eo: -4 C4: +b 4O 2 +14 5b: +22 
3: -3 cS: +b 41s +14 5?: +ee2 
4: -c2 ch: +? Ye: +15 58: +23 
5: -1 c?: +? 43: +15 594: +23 
b-le: O cd: +8 44: +1b bO: +24 
13: +1 cd: +8 45: +1b bl: +24 
4: +h 30: +9 4b: +1? be: +25 
15: +e 31: +9 Yes +1? b3: +25 
1b: +e 32: +10 4G: +16 b4: +26 
1?: +3 33: +10 44: +16 b5: +26 
14: +3 34: +h) 50: +159 bb: +27 
19: +4 35: +11 51: +159 b?: +27 
cO: +4 3b: +le Se: +20 b&: +28 
cl: +4 37: +le 53: +20 b4: +28 
ee: +5 34: +13 S54: +21 70: +29 
LEVEL ADVANCEMENT TABLE 
Level 1: O XP Level 11: ?000 XP 
Level 2: 25 XP Level le: 7500 XP 
Level 3: 50 XP Level 13: 12500 XP 
Level 4: 100 XP Level 14: 16000 XP 
Level 5: 200 XP Level 15: 20000 XP 
Level b: 400 XP Level Jib: 24500 XP 
Level ?: 800 XP Level 1?: 29500 XP 
Level &: 1600 XP Level 14: 35000 XP 
Level 4: 3200 XP Level 19: 41000 XP 
Level 10: 5000 XP Level 20: 448000 XP 


Characters advance one level every 10,000 XP after c2O- 


SKILL ADVANCEMENT TABLE 


Less than 30%: 1 point raises the skill by c2%. 
31-50%: 1 point raises the skill by 1%. 
51-70%: 2 points raise the skill by 1%. 
71-90%: 3 points raise the skill by 1%. 

91%+: 4 points raise the skill by 1%. 


MOB RULES DIAGRAM 


Back Front 


Back Front 


Side 


CALLED SHOT DAMAGE TABLE 


Head: x3 DAM and -20 attack- 

Eyes: xb DAM and -100 attack. 

Arm: xe DAM. cede 1 combat turn. 

Hand: x2 DAM. cede 1 combat turn. and can only attack with 
opposite hand. 

Torso: xc DAM. 
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Leg: xc DAM and -c2 MPT- 

x2 DAM and -4 MPT. 

Driving check or lose control. -20 driving 
check per tire blown. 


KPH TO METERS PER TURN TABLE 


Foot: 


Vehicle tire: 


KPH METERS PER SECOND METERS PER COMBAT TURN 
1 0-264 1.349 
10 2-76 13-4 
30 &-33 41-65 
50 13-89 69-45 
70 19-44 47-2 
40 es 125 
110 30.56 152.4 
130 3b-11 140.55 
150 41-67 2704.35 
170 47.22 C3k-1 


VEHCILE WEAPON 


FIRING ARC DIAGRAM 


ATTACK MODIFIERS 


Attacking target from rear: +20 
Attacking target from vehicle: -10 

at target in/on a vehicle: -30 
at vehicle tire: -40 


Aiming 
Aiming 
Called 
Called 
Called 
Called 
Called 
Called 
Called 


Heavy 
Pitch 
Point 
Up to 
Up to 
Up to 


Target prone: 


shot, 
shot, 
shot, 
shot, 
shot, 
shot, 
shot, 


arm: -40 
eyes: -100 
foot: -70 
hand: -7?5 
head: -75 
leg: -30 


torso: -10 
Light rain/snow/fog/dawn/dusk: -10 
Medium rain/snow/fog/darkness: -30 


rain/snow/fog: -&0 
black: -100 
blank range (2 meters or less): -5 


20 meters past weapon range: -10 
50 meters past weapon range: -30 
100 meters past weapon range: -70 
101+ meters past weapon range: -100 


+50 


Target unconscious: +100 
Target surrounded by 4+: -30 
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FAILED REACTION TABLE 


1: Roll on the critical reaction table. 


2: Threatens the character with violence if they do not 
leave. 

3-5: Tells the character to leave. 

b-O: Ignores the character. 


CRITICAL REACTION TABLE 


1: Target and anyone with them attacks- Character does not 
attack until end of combat order. 
2: Sucker hits the character. Automatic hit- Character 


does not attack until end of combat order. 
3-4: Sucker hits the character- Regular chance to hit- 
Character has -3 to their combat order. 


5-9: Attacks the character- Normal combat order. 
O: Gives the character one chance to leave. 
CRITICAL SUCCESS TABLE 
ON FOOT IN VEHICLE SKILL* 

1-5: x2 DAM. prone 1 turn xe DAM x2 results 

b-8: x3 DAM. prone 1 turn x3 DAMN x3 results 

4: x4 DAM, prone 1 turn x4 DAM x4 results 

0: Severe hit table Severe hit x5 results 

*Only multiply results when there is a result to roll for 

such as when scavenging or healing. 
CRITICAL FAILURE TABLE 
ON FOOT IN VEHICLE SKILL 
1: Weapon breaks & |Weapon breaks. 3DL0 DAM. lose 
D1O DAM. ingredients. 
2: Fall. cede 2 Jami 2 turns to 2D10 DAM. lose 
turns. clear. ingredients. 
3-4: |Ricochet hits Ricochet hits DLO DAM. lose 
random person random person in ingredients. 
in range- range for % DAM. 
5-0: |Trip. cede 1 Jami Ll turn to D1O DAM. 
turn. clear. 
SEVERE HIT TABLE 
ON FOOT IN VEHICLE 

1: x4 DAM, prone 3 turns. x4 DAM. flattens 2 random 
tires.i driver must make 
check at -30 to keep 
control. 

2: x3 DAM; prone @2 turns. x3 DAMs flattens 2 random 
tires.i driver must make 
check at -20 to keep 
control. 

3: x4 DAM. prone 1 turn. x3 DAMs flattens 1 random 
tire, driver must make 
check at -10 to keep 
control. 
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4-7: |x4 DAM. x5 DAM. 

&: x3 DAM. prone @2 turns. x4 DAM. driver not hit. 

q: x3 DAM. prone 3 turns. x5 DAM. driver not hit. 

O: Reduced to O HP. 1 & Driver takes all DAM, and 
prone 1 turn if wound must make check at -40 to 
mitigation is in effect. keep control. 


LOSS OF CONTROL TABLE 

1: Skid to a stop against a random object and the vehicle 
takes 4D10 x4 DAM. 

2-3: Skid to a stop against a random object and the 
vehicle takes 4D1L0 xe DAM. 

4-7: Skid to a stop and take 3D10 DAM. 

4-9: Turns into random object- If another vehicle. both 
skid to a stop and take 4D1L0 x3 DAM. 

O: Roll on the severe loss of control table. 


SEVERE LOSS OF CONTROL TABLE 
1-5: Vehicle rolls over on its side, taking 4D10x3 DAM. 
b-?: Vehicle rolls completely over, taking 4D10x5 DAM. 
&: Vehicle turns into random object. If another vehicle: 
both roll onto their sides and take 4D10x3 DAM to them both. 
4: Vehicle turns into random object. If another vehicle; 
both roll completely over and take 4D10x5 DAM. 
O: Vehicle rolls several timesi taking 4D10x10 DAM. 
Another vehicle of the same size or bigger must be used to right 4- 
wheeled vehicles or larger on their sides or roofs- 


EXAMPLES OF SPECIAL UNARMED STRIKES 

-10 chance to land: Knee strike/elbow strike/groin blow x2 
DAM. 

-20 chance to land: Kneecap blow/throat jab/eye poke x3 
DAM. 

-40 chance to land: Pressure point strike/joint lock x5 
DAM. 


SUCCESSFUL HERBAL LORE TABLE 


1: Oregano D1LOx-1 kg: Ingredient. 
2: Ginseng D1Ox-L kg: Ingredient- 
3: Parsley D1LOx-1 kg: Ingredient- 
4-5: Garlic D10x-1 kg: Ingredient. 
b: Aloe Vera D10Ox-1 kg: Ingredient. 
7: 
6: 
q: 


Red clover D1Ox-L kg: Ingredient. 
Ginkgo Biloba D10x-1l kg: Ingredient. 
Smoking Herb D10/2x-1 kg: Heals. 

O: Roll again and double the results. If O is rolled a 
second timer roll until a ODO is not rolled and multiply the 
results by 4. This is cumulative with any critical success 
modifier. 
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SCAVENGER TABLES 


INITIAL TABLE MISC. 
1: Misc. l-2: Rag 
2-3: Food 3-7: Glass bottle 
4-5: Scrap Metal &: Heavy spring 
b-?: Fuel 9: Percussion cap 
Medical Supplies O: Magnifying glass 
Ammo 
Electronics 


CR 
-2: DLO kg of aluminum panels 
&: DLO kg of steel sheets 


0 AP METAL 
3: DLO energy bars 

b: D1O cans of food 

CDLO energy bars 

-4: 2D10 cans of food 

DLO condensed food packs 


D10 kg of iron plates 
D110 kg of iron rods 
DLO kg of steel rods 


EDICAL SUPPLIES 

2D10 batteries 4: D110 sheets of gauze 

D1O batteries -b: DLO rolls of medical tape 
& 


D1O liters of gasoline D1O aspirin 


2DLO0 liters of diesel D1O pain pills 


LECTRONICS 
Transmitter 


M 
5: 2D10 casings 
q DIO Rolls of electrical 


D100 corroded shells 
DLO ammo 
AMMO TYPE 
1-5: pistol 


Small solar cell 
-b: DLO meters of wire 
LED light 
Circuit board 
DC motor 
receiver 


b-?: rifle 
8-9: shotgun 
O: assault rifle 


NN 
1 
3 
& 
bs 
0 
M 
1 
5 
? 
D1O liters of diesel 9: DLO antibiotics 
O: 
E 
1 
2 
t 
3 
4 
? 
& 
5 
0 


CITY OUTLINE 

This is roughly from 2130, a few years after the 
final nuclear war. until 2340 when the United Earth 
Federation is founded by the New Yellowknife 
government. A total period of roughly 200 years of 
potential post-apocalyptic settings. 

NEW YELLOWKNIFE 

The city that would one day conquer the world as the 
United Earth Federation had a more peaceful start as a 
far northern mining city- Known for its’ solitude, 
scientists flocked there with their belongings and 
ideas once it became clear that man made catastrophe 
could not be prevented- This influx of knowledge gave 
the city an edge they held for centuries. 

2129-Reconstruction efforts to account for rising 
water levels in nearby Great Slave Lake and the melting 
permafrost are completed. 

2135-The warming weather allows large areas of land 
to be brought under cultivation- The population 
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stabilizes with a slum area grown up outside the 
rebuilt city- 

2138-A Technocracy is established with a Council 
rotated every three years. 

2L4YL-The Technocracy succeeds in solving the slum 
problem by employing people to build their own houses, 
schools, and roads with timber floated in on the lake. 

Cl4?-The first post-apocalyptic university is opened 
in the city- Classes include mathematics. metalworking, 
carpentry, and botany- They are free to citizens of the 
city. This causes an influx of people and wanting to 
join- Only known outlaws are refused citizenship. 

2lbe-Increased pressure from tribal groups led to the 
creation of a dedicated.i paid police force which had 
been a volunteer force before. 

2170-The community has succeeded in providing free 
electricity. food.i and education to the city with the 
wealth from nearby gold and = silver’ mines- New 
Yellowknife is now the center of trade for the region. 
Their police force protects people for kilometers in 
all directions. 

2l73-The first tribe is subjugated by force after 
refusing to cease border raids. 

2175-22e25-The New Yellowknife Police Force rounds out 
the area around the city.i claiming much ground that had 
once been Canada- 

2250-A border rivalry between New Yellowknife and 
Denver starts. 

225?-Denver'’s power is contained to the western part 
of the old USA as New Yellowknife use their advanced 
technology to hold them in check while not being strong 
enough to push further. 

C2bO-New Yellowknife tightens their grip on _ the 
territory they control. All forms of alcohol and non 
medical drugs are prohibited. but a brisk black market 
provides people with anything they want. 

22bil-2300-The technocracy consolidates their land 
gainsi pushing local robber barons and self styled 
kings aside with a police force that is now fully 
militarized. 

2302-The first clone is released from the growth 
vats. 

23049-Final tweaks are completed on the clone'’s DNA 
before the first battalion starts their growth cycle. 

2313-The first battalion emerges from the vats. 

231L4-The first battalion completes their physical 
training and enter full duty. 

2315-The cloned fighters are put to their first test 
helping Denver and small tribes destroy Corpseville. 
They prove to be strong. if unimaginable. combatants. 
No one decries their use or deaths. 
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2323-The cloned military takes over border patrol 
from the New Yellowknife Police Force- Resistance is 
crushed by the clones as they enforce the borders and 
by the police force as they solidate internal control. 

2334-New Yellowknife turns the clone army towards 
Denver. Half the population recognizes the futility of 
resistance and half want to fight. 

23359-The last of those who refuse to recognize the 
authority from New Yellowknife are found and executed. 
Denver's territory is absorbed and favorable locals are 
put in power. 

2340-The United Earth Federation is founded in New 
Yellowknife as they declare North America to be under 
their control- 


REGIONAL MAP 

This is the territory claimed, if not fully 
controlled at times. by the North American factions 
during the post-apocalyptic period- These borders are 
approximate and vary in response to local events. 


RAP Ne weyiietinl’ wk nif e 


Pai 
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ITEMS AND VEHICLES 

These are items unique to New Yellowknife's territory 
and can be found to a varying degree of expense the 
further from their borders items and recipes are found. 
Included is an approximate 'in use!’ date. 

Advanced Police Baton- This lightweight. easily swung 
melee weapon is carried by the New Yellowknife Police 
Force- They are not officially for sale. but many have 
made it into private hands and second hand dealers. 

Bio-battery APC- The battery powered APC developed by 
New Yellowknife. Has photosynthetic paint to supply 
extra power during the day- A top speed of 5 kph can be 
maintained without discharging the battery during the 
day» This is reduced to 1 kph at less than 50% 
sunlight. Seats b- AC: 15. HP: 2000- Modifier: Immune 
to flats and storage capacity reductions from weapon 
installation. Exposure: 20%- Top speed: 40 kph- Fuel: 
Bio-battery/3000 amps- KPFU: -1- Storage: 100 kg- 

Bio-battery Bike- The smallest of New Yellowknife's 
fleet of bio-battery vehicles quickly became a city- 
state stable- They will completely recharge from empty 
if turned off for seven hours- A top speed of 10 kph 
can be maintained without discharging the battery. 
Seats l- AC: 5. HP: 150- Modifier: Free refuel. 
Exposure: b5%. Top speed: 30 kph- Fuel: Bio- 
battery/1000 amps- KPFU: -2- Storage: Q- 

Bio-battery Car- The next larger bio-battery vehicle 
is designed for a small group to move around- They will 
completely recharge from empty if turned off for ten 
hours. A top speed of 5S kph can be maintained without 
discharging the battery- Seats 4- AC: 5S. HP: 450. 
Modifier: Free refuel- Exposure: 45%. Top speed: 50 
kph- Fuel: Bio-battery/2000 amps- KPFU: -1- Storage: 20 
kg- 
Bio-battery Pickup- The utility version has a single 
drivers seat in a sealed cab and the rest of it is 
taken up by the storage bed- They will completely 
recharge from empty if turned off for ten hours. A top 
speed of 5 kph can be maintained without discharging 
the battery. Seats 4- AC: O- HP: S50. Modifier: Free 
refuel. Exposure: 35%. Top speed: 25 kph- Fuel: Bio- 
battery/1500 amps- KPFU: -1L- Storage: 250 kg- 

Bio-battery Tank- The battery powered mini-tank 
developed by New Yellowknife. Has photosynthetic paint 
to supply extra power during the day- A top speed of 5 
kph can be maintained without discharging the battery 
during the day- This is reduced to 1 kph at less than 
50% sunlight. Seats 3- AC: 20- HP: 2500- Modifier: 
Immune to flats and storage capacity reductions from 
weapon installation- Exposure: 15%. Top speed: 35 kph. 
Fuel: Bio-battery/4000 amps. KPFU: -04- Storage: SO kg. 
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Laser Pistol/Rifle- These weapons were based on plans 
stolen by high ranking scientists from their respective 
governments before they arrived at New Yellowknife- The 
best parts of multiple ideas went into their redesign 
while focusing on portability rather than power. A bio- 
battery produces electricity to recharge at the rate of 
one shot per combat turn in each model- The weapon is 
able to be fired at a rapid rater but there is 10% 
chance of an explosion for each five shots fired in a 
single turn- Any explosion destroys the weapon. does 
2D1L0x2 damage to the person holding it. and D1O of 
damage to everyone within one meter. 


NAME KG| VALUE | DAM AM MODIFIER ROF | #HANDS/ 
GR/G MO CREW 

Pistol- 

Laser Pistol 2 30 D10 5 c- 2130, free 5 1 

recharge, -10 to hit 

Rifle- 

Laser Rifle 5 40 D1Oxe| 10 c- 2130, free 10 2 

recharge, -10 to hit 

Melee- 

Ad- Police Baton “5 +1 D10 - c- e@lbe. -15 to hit 4 1 
Tool- 

Bio-battery Coder “5 25 - - c- 2130, tool - - 
Vehicles- 

Bio-battery APC - soo - - c- 2150, free - - 

refuel. immune to 
flats 
Bio-battery Bike - so - - | c- 21305 free refuel - - 
Bio-battery Car = 150 = - | c- 21304 free refuel ~ = 
Bio-battery Pickup | - 130 - - | c- 21305 free refuel - - 
Bio-battery Tank - 400 - - c- 2150, free - - 
refuel. immune to 
flats 


BIO-BATTERY RECIPES 

Reconfiguring the bio-battery settings for a weapon 
or vehicle is done with the following recipes- These 
recipes should be considered rare and expensive to the 
point of being 'quest’ items since they are direct 
leaks from New Yellowknife'’s research- All of these 
recipes require a 'Bio-battery Coder’ tool to interface 
with the battery's electronic brain- These tools are 
also rare and expensive- These codes cannot be added to 
each other- The battery must be reset to default and 
recoded whenever changes are made- This means that 
resetting an item with a higher upgrade than the 
character knows or can pay for will cost them that 
upgrade until they can get it again- Yellowknife Police 
Force vehicles and weapons are always programmed with 
the highest level of codes for the time frame. 

ELECTRICAL 

All these codes take five minutes to input. 

Bio-battery Reset: C- 2130- Resets a bio-battery ina 
weapon or vehicle back to default in preparation for 
new settings- Modifier: -10.- 
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Bio-battery Amperage 1: C-. 2130- Configures’ the 
battery to more efficiently store and refresh its 
charge. Adds 300 amps to a vehicle's storage or one 
shot to a weapon's total reserve- Modifier: -20. 

Bio-battery Amperage 2: C- 21L40- Configures’ the 
battery to more efficiently store and refresh its 
charge. Adds bOO amps to a vehicle's storage or two 
shots to a weapon's total reserve. Modifier: -40. 

Bio-battery Amperage 3: C. ?21b0- Configures’ the 
battery to more efficiently store and refresh its 
charge- Adds 1200 amps to a vehicle's storage or four 
shots to a weapon's total reserve. Modifier: -bO. 

Bio-battery Amperage 4: C- e2f00- Configures the 
battery to more efficiently store and refresh its 
charge- Adds 2400 amps to a vehicle's storage or eight 
shots to a weapon's total reserve. Modifier: -&D. 

Bio-battery Amperage 5S: C- 22f40- Configures’ the 
battery to more efficiently store and refresh its 
charge. Adds 4800 amps to a vehicle's storage or 
sixteen shots to a weapon's total reserve- Modifier: 
-100. 

Bio-battery Current 1: C- 2130- Configures’ the 
battery to more efficiently discharge energy- Adds 5 
kph top speed to a vehicle or a +2 damage modifier to a 
weapon- Modifier: -2Q. 

Bio-battery Current e2: C- 2140- Configures’ the 
battery to more efficiently discharge energy- Adds 10 
kph top speed to a vehicle or a +4 damage modifier to a 
weapon- Modifier: -4O. 

Bio-battery Current 3: C- 21b0- Configures’ the 
battery to more efficiently discharge energy- Adds 20 
kph top speed to a vehicle or a +b damage modifier to a 
weapon- Modifier: -bO. 

Bio-battery Current 4: C. 2f00- Configures’ the 
battery to more efficiently discharge energy- Adds 35 
kph top speed to a vehicle or a +& damage modifier to a 
weapon- Modifier: -&Q. 

Bio-battery Current 5: C- 2240- Configures’ the 
battery to more efficiently discharge energy- Adds 50 
kph top speed to a vehicle or a +10 damage modifier to 
a weapon- Modifier: -100.- 

Bio-battery Recharge 1: C- 2130- Configures’ the 
battery to more efficiently recharge. Weapons recharge 
an extra shot on every St combat turn. and vehicles 
take one less hour to fully charge- Modifier: -10.- 

Bio-battery Recharge 2: C- e21L40- Configures’ the 
battery to more efficiently recharge. Weapons recharge 
an extra shot on every 4 combat turn. and vehicles 
take two less hours to fully charge- Modifier: -20.- 

Bio-battery Recharge 3: C- 21bO- Configures’ the 
battery to more efficiently recharge- Weapons recharge 
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an extra shot on every 3rd combat turn. and vehicles 
take three less hours to fully charge- Modifier: -30. 

Bio-battery Recharge 4: C. 2f00- Configures’ the 
battery to more efficiently recharge- Weapons recharge 
an extra shot on every 2nd combat turn. and vehicles 
take four less hours to fully charge. Modifier: -40. 

Bio-battery Recharge 5: C.- 2240- Configures’ the 
battery to more efficiently recharge- Weapons recharge 
an extra shot on every combat turn.1 and vehicles take 
five less hours to fully charge- Modifier: -SO. 


DEATH RACE 

This is a side game that can be played with or 
without a game master for practice. experience. or to 
pass time- Characters can race each other. team up 
against others. or place bets on other contestants that 
the players race- 

The oblong dirt track has been carved into an 
overgrown field- Treesi bushes. and rocks” threaten 
anyone who ventures off course- The actual world 
location is wherever the characters are- 


THE RULES 

Starting positions are determined by each contestant 
or two-person team rolling DIU and lining up two by 
two in order of highest to lowest. These rolls are 
modified by Luck. Any number of teams or single drivers 
can be in a single heat and single driver races are 
full contact. A buzzer signals the start of the race 
when everyone is ready. Races end when only one team 
vehicle remains running or the first team/driver 
completes five laps. Characters cannot leave their 
vehicle or use heals during the fight or they will be 
disqualified and forfeit any bets. Characters cannot 
loot weapons: armor, or vehicles from contestants. They 
gain half the experience points they would for a normal 
kill. A driver only NPC will not race against a regular 
death race team. Contestants and spectators police 
themselves and will shoot; to kill:1 any trouble 
maker(s) who attack anyone outside a race- Anyone who 
Starts trouble forfeits any bets they placed- Sybil 
Kerns owns the track and handles all the books along 
with her guards. 


THE LOCATION 

The track- The track is approximately a 275 meter. or 
-275 kilometer, oval- Vehicle pieces scattered along 
the outside perimeter and infield speak of the number 
of races held here- The trees are scarred by thousands 
of bullets and explosions. 

Office- This is where Sybil and her guards. stay 
during races- The building is made of unevenly laid 
cinder blocks with layers of sandbags protecting all 
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but the south wall where the only steel door allows 
entry- 

Starting line- All racers line up facing east and 
proceed counter-clockwise around the track. 

Spectators circle- This is a 2-5 meter high armored 
circle with viewing slots for those inside to watch the 
race from- No one is required to use the circle. but 
neither is anyone allowed in the office. 

THE PEOPLE 

Death Race regulars- These are the people most likely 
to be at the track- Sybil does not have to be present 
for races to take placei but only weapons back up such 
bets. 

Sybil Kerns: 250 HPs 31 AC. b&b MPT. shotgun 912%, 
automatic shotgun 2D10 DAM, 3 ROF. Dura Tuch vest, 
combat boots. leather gloves. tactical pants. XP value: 
Soo. 

Sybil's Guards xe: 130 HPs 24 AC. 7? MPT. unarmed 432%, 
spiked knuckles 2D10 DAM, 2 ROF. leather armor. fine 
bootsi combat fatigues. XP value: 200 each. 

Death Race teams- There are several teams that hang 
around waiting for someone looking to race- NPC team 
members have the same skills so they can take either 
seat during a race or be split for driver only races. 

DAN AND MARV 

This combo is lightly armed with pistols and will 
normally try to use their speed to finish the five laps 
as quick as possible rather than fight- Whoever is in 
the passenger seat will normally aim for tires to slow 
down the opposition. 

Level 5S: 50 HP. O ACa & MPT; driving 37%, pistol 57%, 
Jr- Killer DLO DAM, 1 ROF.i XP value: 50 each- Vehicle: 
Unibike, 100 HP. 20 AC. 80% exposures 130 kph top 
speed- 

Level 20: 120 HP. O ACs b&b MPT. driving 58%. pistol 
74%, Death Master 2D1I0 DAM, 1 ROF.s XP value: 200 each. 
Vehicle: Unibike., 100 HP. 30 AC. 80% exposure. 145 kph 
top speed- Mods: Engine Intake 2, Vehicle Spikes @2- 

Level 50: 225 HP. O ACs b&b MPT.a driving 76%. pistol 
101%, Death Master Pro 2D10 DAM. 2 ROF. XP value: 500 
each- Vehicle: Unibikei 350 HP. 30 AC. 70% exposure, 
145 kph top speed- Mods: Engine Intake 2.1 Vehicle 
Spikes 2.1 Vehicle Armor 2.1 Super Charger 2. 

LONNIE AND DONNIE 

These two brothers will use their size to knock 
smaller vehicles out of the race and shoot at the rest. 

Level 5: 60 HP.i O ACa & MPT driving 57%41 vehicle 
weapon 50%. front mounted machine gun 2D10 DAM. 3 ROF, 
XP value: 50 each- Vehicle: SUV. 800 HP. O AC. 30% 
exposure. 50 kph top speed. 
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Level 20: 140 HP. O ACa & MPT. driving 78%. vehicle 
weapon b0%., front mounted machine gun 2D10 DAM. 3 ROF, 
XP value: 200 each- Vehicle: SUV. S00 HPi 10 AC 30% 
exposurei 65 kph top speed- Mods: Targeting System 2, 
Vehicle Spikes ec. 

Level 50: 250 HP, O ACs & MPT. driving %b%. vehicle 
weapon 70%, front mounted heavy machine gun 2D10xe DAM, 
3 ROF. XP value: 500 each- Vehicle: SUV, 800 HP. 20 AC, 
30% exposure, 65 kph top speed- Mods: Targeting System 
4, Vehicle Spikes 4, Engine Intake 4. 


NIKKI AND JENNY 

This lesbian couple are normally the toughest 
opponents hanging around- Their battle scarred Bulldog 
has a series of slashes on the side to tally their 
wins. Front and rear mounted weapons make them a terror 
on the track regardless of if they are in the lead or 
not. 

Level 5: 70 HP, O ACs & MPT. driving 57%. vehicle 
weapon 50%. front and rear mounted machine guns e2D10 
DAM each, 3 ROF eachs XP value: S50 each- Vehicle: 
Bulldog, 3500 HP. 30 AC, 10% exposure; 45 kph top 
speed. 

Level 20: 145 HP. O ACa & MPT. driving 78%. vehicle 
weapon 50%, front and rear mounted heavy machine guns 
CD10xe2 DAM eachi 3 ROF eachi1 XP value: e200 each. 
Vehicle: Bulldog, 3750 HP. 40 AC. O% exposure. 35 kph 
top speed- Vehicle Armor 2, Vehicle Spikes 2.1 AP ammo 
(-10 DAM/+20 exposure). 

Level 50: 270 HP. O ACs & MPT4 driving 4b%1 vehicle 
weapon 60%. front and rear mounted heavy machine guns 
fD10xe2 DAM eachi 3 ROF eacha XP value: S00 each. 
Vehicle: Bulldog. 4300 HP. 50 AC -20% exposure. 35 kph 
top speed- Vehicle Armor 4. Vehicle Spikes 4. Engine 
Intake 4. Targeting System 2, AP ammo (-10 DAM/+20 
exposure). 

Note: Vehicles with 0% or less adjusted exposure take 
all damage from successful hits. 
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Full size map: 
http://www-ephiroll.com/files/deathracemap-pdf 


ITEMS 


WEAPONS 
KG | Vv DAM A MODIFIER R | #HANDS/ 
A M 0 CREW 
L M F 
U 0 
E 
Launchers- 
Makeshift Launcher (SE) | 5-5] 2 1 -10 to hit 1 2 
Makeshift Launcher, 7-5/5 1 -S to hit 1 2 
reusable (SE) 
Melee- 
The Headsplitter b 3} 2D10x4 -15 to hit 
The Reaper 4.2) 5} 2ed1lox4 -10 to hit. 2 1 2 
meter range 1 2 


RECIPES 
These are general recipes that may or may not be used 


during initial character selection. depending on the 
game master. 


DOCTOR 

Resuscitate: Revives a character to -19 HP if they 
have been dead less than 5 minutes- Takes 3 combat 
turns- Modifier: -50.- 

Stitches 1: Closes bad wounds in one combat turn. 
Heals 2D10 HP- Requires: -1L spool of thread. 1 needle. 
Modifier: OQ. 

Stitches 2: Closes bad wounds in one combat turn. 
Heals 2D10x2 HP- Requires: -2 spool of thread. Mi 
needle- Modifier: -10- 
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Stitches 3: Closes bad wounds in one combat turn. 
Heals e2DLOx4 HP- Requires: -3 spool of thread. 1 
needle- Modifier: --Q- 

Stitches 4: Closes bad wounds in one combat turn. 
Heals e2D1L0xb HP- Requires: -4 spool of thread. Ii 
needle- Modifier: -30- 

Stitches 5: Closes bad wounds in one combat turn. 
Heals 2D1L0x& HP- Requires: -5 spool of thread. ti 
needle- Modifier: -4Q.- 


ELECTRICAL 

Turret Controller (SE): Installs a control and motor 
system on an existing vehicle turret so that the weapon 
can be fired by anyone inside the vehicle- Drivers have 
a -10 to hit and to driving skills and everyone else 
has -5 to hit- Requires: 4 DC motors, 2 circuit boards: 
10 meters of wire- Modifier: -cQ0- 

Weapon Reloader (SE): Installs an automatic reloading 
system on an existing vehicle weapon- Requires: 2 DC 
motors, 1 circuit board.i 2 meters wire. 2 kg aluminum 
panels, 1 kg steel rod- Modifier: -40O. 

EXPLOSIVES 

All explosives recipes take 10 minutes to attempt. 

Firebomb 1: Makes a giant Molotov cocktail out of a 
fuel jug that does DLOxLO DAM. weighs L-L kg. and burns 
for half DAM for a second turn- Only 1 can be carried 
at a time- Merchants will not buy this dangerous 
contraption- Requires: small fuel jug. 2 rags. -5 liter 
each of gasoline and diesel- Modifier: OQ. 

Firebomb 2@: Makes a giant Molotov cocktail out of a 
fuel jug that does DLOxL5 DAM, weighs 1-5 kg.i and burns 
for half DAM for a second turn- Only 1 can be carried 
at a time- Merchants will not buy this dangerous 
contraption- Requires: small fuel jug.i 2 rags. -? liter 
each of gasoline and diesel- Modifier: -10.- 

Firebomb 3: Makes a giant Molotov cocktail out of a 
fuel jug that does D1Qx20 DAM. weighs 2-1L kg. and burns 
for half DAM for a second turn- Only 1 can be carried 
at a time- Merchants will not buy this dangerous 
contraption- Requires: small fuel jugi 2 rags. 1 liter 
each of gasoline and diesel- Modifier: -2Q.- 

Firebomb 4: Makes a giant Molotov cocktail out of a 
fuel jug that does D1Ox25 DAM. weighs 3-1 kg. and burns 
for half DAM for a second turn- Only 1 can be carried 
at a time- Merchants will not buy this dangerous 
contraption- Requires: small fuel jug. 2 rags. 1-5 
liter each of gasoline and diesel- Modifier: -30.- 

Firebomb 5: Makes a giant Molotov cocktail out of a 
fuel jug that does D1LOx30 DAM. weighs 4-1 kg.i and burns 
for half DAM for a second turn- Only 1 can be carried 
at a time- Merchants will not buy this dangerous 
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contraption- Requires: small fuel jug. 2 rags. 2 liter 
each of gasoline and diesel- Modifier: -4QO. 


HERBAL 

Smoke of Life 1: An area of effect healing mixture. 
Those within 1] meter heal 2DLO HP and those within 2 
meters heal D100 HP- Not usable in combat. Requires: 
herb pipe. -Ol1 kg each of Red Clover and Parsley. 
Modifier: Q. 

Smoke of Life 2: An area of effect healing mixture. 
Those within 1 meter heal 2DL0xe HP and those within 2 
meters heal 2DLO0 HP- Not usable in combat. Requires: 
herb pipe. -O2 kg each of Red Clover and Parsley. 
Modifier: -10- 

Smoke of Life 3: An area of effect healing mixture. 
Those within 1 meter heal 2D1L0x3 HP and those within 2 
meters heal D10Qx2 HP- Not usable in combat- Requires: 
herb pipe. -03 kg each of Red Clover and Parsley. 
Modifier: -cQ- 

Smoke of Life 4: An area of effect healing mixture. 
Those within 1 meter heal 2DL0x4 HP and those within 2 
meters heal D10x3 HP- Not usable in combat- Requires: 
herb pipe. -0O4 kg each of Red Clover and Parsley. 
Modifier: -30.- 

Smoke of Life 5: An area of effect healing mixture. 
Those within 1 meter heal 2DL0x5 HP and those within 2 
meters heal D10x3 HP- Not usable in combat. Requires: 
herb pipe. -05 kg each of Red Clover and Parsley. 
Modifier: -40. 


MECHANICAL 

Weapon Turret, small (SE): Installs a turret onto a 
vehicle that can hold weapons that weigh up to 100kg 
and gives a 360 degree field of fire- Requires: l10kg 
steel sheets. ekg steel rods- Modifier: -10. 

Weapon Turret, large (SE): Installs a turret onto a 
vehicle that can hold weapons that weigh more than 
101lkg and gives a 3b0 degree field of fire- Requires: 
15kg steel sheets. Skg steel rods- Modifier: -10.- 


METALWORKING 

Motorbike Weapon Mount (SE): Installs a gun mount on 
the front of a motorbike that can hold a weapon that 
weights SOkg or less- Driving skill checks are made at 
-xi where 'x!' is the weight of the installed weapon. 
Weapon can't be reloaded without stopping. Requires: 
4Ykg steel rods- Modifier: -S. 

WEAPONSMITHING 

Recipes take 1 hour to attempt- Those for firearms 
require a gunsmith kit. and those for melee weapons 
require a welding/cutting torch. 
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Armor Penetration 1: Improve the efficiency of the 
impacting surface(s) of a melee or unarmed weapon. 
Gives weapon +5 to hit- Modifier: -20. 

Armor Penetration 2: Improve the efficiency of the 
impacting surface(s) of a melee or unarmed weapon. 
Gives weapon +10 to hit- Modifier: -40. 

Armor Penetration 3: Improve the efficiency of the 
impacting surface(s) of a melee or unarmed weapon. 
Gives weapon +15 to hit- Modifier: -bkO. 

Armor Penetration 4: Improve the efficiency of the 
impacting surface(s) of a melee or unarmed weapon. 
Gives weapon +20 to hit- Modifier: -4D. 

Armor Penetration 5: Improve the efficiency of the 
impacting surface(s) of a melee or unarmed weapon. 
Gives weapon +25 to hit- Modifier: -100. 

Makeshift Shoulder Launcher (SE): Builds a single use 
rocket launcher that is as dangerous to the user as the 
target. Weighs 5-5 kg empty. 100 meter range. can be 
loaded with user's choice of rocket ammo.i 5% chance of 
explosion when used that destroys weapon and does 
damage equal to l/c the normal damage of the ammo to 
the user and everyone within 3 meters. Requires: 5 kg 
aluminum panel. battery. -2 meter wire- Modifier: +10. 

Makeshift Shoulder Launcher. reusable (SE): Builds a 
rocket launcher that can be reused over and over- Until 
it blows up- Weighs 7-5 kg empty. 100 meter range. can 
be loaded with user's choice of rocket ammo. 2% chance 
of explosion when used that destroys weapon and does 
damage equal to 1/4 the normal damage of the ammo to 
the user and everyone within 3 meters. Requires: 7? kg 
steel sheeti 4 batteries, -5 meter wire- Modifier: -15- 

Melee Balance 1: Slightly reshape a melee or unarmed 
weapon for a combat advantage- Gives 1 extra ROF every 
St’ combat turn- Modifier: -30Q. 

Melee Balance 2: Slightly reshape a melee or unarmed 
weapon for a combat advantage- Gives 1 extra ROF every 
4" combat turn- Modifier: -40. 

Melee Balance 3: Slightly reshape a melee or unarmed 
weapon for a combat advantage- Gives 1 extra ROF every 
3°° combat turn- Modifier: -SQO.- 

Melee Balance 4: Slightly reshape a melee or unarmed 
weapon for a combat advantage- Gives 1 extra ROF every 
2"? combat turn- Modifier: -bO.- 

Melee Balance 5: Slightly reshape a melee or unarmed 
weapon for a combat advantage- Gives 1 extra ROF every 
combat turn- Modifier: -70- 

Melee Damage 1: Increase a melee or unarmed weapon's 
weight for more damage- Increases DAM by D10_ and 
increases weight by -l kg- Requires: -1 kg_ steel 
sheets- Modifier: O- 

Melee Damage 2: Increase a melee or unarmed weapon's 
weight for more damage- Increases DAM by D10xe2 and 
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increases 
sheets. 


weight 
Modifier: 


Melee Damage 3: 


weight for 
increases 
sheets. 


more 
weight 
Modifier: 


Melee Damage 4: 


weight for 
increases 
sheets. 


more 
weight 
Modifier: 


Melee Damage 5: 


weight for 
increases 
sheets. 


more 
weight 
Modifier: 


The Headsplitter: 


can be upgraded. 
Modifier: -10- 
The Reaper: 
can be upgraded. 
Modifier: -10- 


Makes a long handled; 


by -2 Requires: .2 steel 


-10. 
Increase a melee or unarmed weapon's 


kg- kg 


damage- Increases DAM by D10x3 and 
by -3 kg- Requires: -3 kg steel 
-cO. 


Increase a melee or unarmed weapon's 


damage- Increases DAM by D10x4 and 
by -4 kg- Requires: -4 kg steel 
-30. 


Increase a melee or unarmed weapon's 


damage- Increases DAM by D10x5 and 
by -5S kg- Requires: -5 kg steel 
-40. 


Makes a sturdy ball and chain that 
Requires: chain.i 2 kg of steel rods. 


bladed weapon that 


Requires: 4 kg of steel rods. machete. 


EXTENDED MECHANICS 
FALLING DAMAGE TABLE 


Seconds Distance Velocity DAM 

o.5 1-2 m 4.94 m/s None 

0.75 2-4 m 7-4 m/s D10 

1 4.4 om 4-4 m/s 2D10 

1.5 11 m 14.7? m/s 2D10xe 

2 1971-6 m 19-6 m/s 2D10xb 

2-5 30-7? m 24.5 m/s 2D10x10 

3 44.4 m 297-4 m/s 2D10x15 

4 76-5 m 39-2 m/s 2D10xe0 

5.5 1448-3 m 53-4 m/s 2D10x30=max DAM 
Table is for uncontrolled falls- Characters making controlled 


jumps take half damage depending on checks required by the game 


master. 


FLAT TIRE EFFECT TABLE 


2-wheeled 4Y-wheeled. including b+ wheels/large 
quads vehicles 
1 flat: -cO 1 flat: -10 driving 1 front flat: -30 
driving checks; checks. -5 top driving checks. -15 
-10 top speed- speed. top speed. 
2 flats: -50 2 flats: -30 driving |2 front flats: -b0O 
driving checks; checks, -15 top driving checks. -30 
-25 top speed. speed. top speed. 
3 flats: -b0 driving 1 rear flat: -5 
checks. -30 top driving checks 
speed. 2 rear flats: -10 
4 flats: -80 driving |driving checks 
checks, -40 top 3 rear flats: -20 
speed. driving checks. -10 
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top speed. 
4+ rear flats: -50 
driving checks. -25 
top speed. 

b+ wheeled vehicle front and rear modifiers are cumulative. 1 
front flat and 2 rear flats gives a penalty of -40 on driving 


checks and -15 top speed- Minimum top speed is 1 kph for any 
vehicle. 


MISSED EXPLOSIVES DIAGRAM 


10 e 
11-12 17-14 
| Target 3 
143-14 15-1b 
& 19-20 4 
? 5 
b 


*If a player's attack roll with an explosive weapon is a miss; 
but is within 20 of hitting. then they roll 2D10, modified by Luck; 
to see where the explosive lands in relation to their target. NPCs 
or characters at the hit location take full DAM and those around 
the location take normal explosive damage for the weapon. 


VEHICLE EXPERIENCE TABLE (SE) 


Class Captured Destroyed 
Motorbikes 10 XP cO XP 
4-Wheeled cO XP 4O XP 

Large 30 XP bO XP 
Military 5o XP 100 XP 

Each installed weapon +5 XP +10 XP 
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INT RODUCTION 


This module is part of The Disturbance Timeline RPG 
system. At the time of this writing. other titles 
include Core Rules and Post-apocalyptic Time Period 
(CRPTP). the Post-apocalyptic Expansion. and Lunatic 
Larry and the Church of the Insane (LLCI)- 

This information can be used for RPG’ elements 
(“Searching that rotting corpse wasn't a great idea-"™), 
for those moments when nothing else in the GM's arsenal 
fits ("You want to rob the poor fucker puking blood?"™), 
or as a Suitable response to a stupid action ("You get 
some of the gritty. tea colored water in your mouth 
when you dive headfirst into the swamp water for a 
swim-™)- 

If/when someone catches a disease is left up to the 
GM and isn't covered here except in the case of rabies. 

The post-apocalyptic Earth in The Disturbance Timeline 
RPG has lost all ice cover due to climate change and 
other disasters- The north and south polar regions 
possess temperate climates and tropical conditions 
extend well beyond 215* century boundaries- This makes a 
wide range of diseases a danger all over most of the 
worlds which Dr- Killjoy will now introduce you to. 


Jerry 10.13.14 
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DR. KILLJOW'S LECT URE 


You arrive in front of the bullet riddled house 
turned medical lecture hall at the edge of town- You 
hope you aren't late to hear the doctor speak- He's a 
local adventurer based here and only does a free talk 
once a month. 

The door is yanked open when you step onto the porch, 
and a middle aged man in a blood stained lab coat steps 
out. A faded. tie-dyed do-rag covers his head and tape 
wrapped boots stick out from under his coat- He holds a 
small mirror in his right hand that he angles to 
reflect the sun into your eyes. 

You blink against the rays- "Fuck. dude.” 

“You're late.” 

“Your shitty town doesn't have a clock.” 

“Tell it to the mayor. I just stitch people up and 
try to not get killed.” 

“Are you Dr- Killjoy?" 

He angles sun into your eyes in response- 

“Do that one more time and I'll kill you myself.” 

“T give a lecture on self defense for medical people 
also. but that's not a freebie-” 

“I don't need self defense, I have my gun-" You put 
your hand on your pistol. 

“IT don't need a gun. I have self defense-” Dr. 
Killjoy angles more sun into your eyes- 

“Bastard.” You pull your gun and point at him. 

He stomps on a loose board. lifting the opposite end 
up and into your hand- Your pistol flies away- He 
angles more sun towards you. but holds up a magnifying 
glass and focuses on your body instead of your eyes- 

“Cut it out. Doc-" You cross your arms as a tendril 
of smoke curls up from your sleeve- The smell of burnt 
hair and searing pain in your forearm come next. You 
pat the smoldering embers out before they can flare 
into real flames. The glint from the mirror makes spots 
dance in your vision you as you look up at him- You 
charge and swing blindly. 

He jumps back and slams the door shut. 

Your fist crashes into the thick wood, barely moving 
it in the frame. followed by your face and body before 
you bounce back back- Your heel catches on a warped 
board and you sit down hard- The whole porch trembles 
from the impact. 

The door opens- “The others are waiting, I can't play 
more- Get your ass in here or I'm locking you out.” 

You let out a string of curses. retrieve your pistol, 
and follow him into the house. 

There aren't any lamps. but they're not needed. 
Sunlight comes through the numerous bullet holes in the 
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walls and the busted windows- Dust fills the airi 
swirling as you follow the doctor into the living room. 

Dimly lit doorways lead from the room where three 
more would be students sit on five-gallon buckets- A 
man and a woman dressed in ragged clothing look like 
locals- The man is picking at a smoking hole in the 
front of his shirt. The third lecture attendee sits in 
mismatched armor with his arms crossed. looking around 
smugly. He smirks and nods as you sit on a bucket of 
your own- 

Dr- Killjoy steps to the window and pulls down a 
white screen that appears translucent in front of the 
light- A stack of plastic sheets with grease pencil 
writing lay on a table under the window- The table is 
the only furniture other than the buckets. and they're 
the only things you've seen in the house other than 
dust. cobwebs, and random bits of useless trash- 

He hangs a plastic sheet over the screen using a bent 
piece of metal as a hook- The following list is on it: 

Amoeba 

Condition 

Bacteria 

Prion 

Protozoa 

Toxin 

Virus 

He stands to the side to keep from blocking the light 
that is bright enough to make a shadow version of the 
text on the floor- He takes a debarked twig from the 
table to use as a pointer. 

“These are your enemy. You can't blind them. or trick 
them, or enrage them to the point of making stupid 
mistakes-" He looks at you and grins. “Wee beasts like 
amoebas and protozoa are commonly picked up _ from 
insects and stagnate water- Most viruses and bacteria 
come from other people and animals- Prions come from 
eating bad meat- A condition is normally something 
stupid on your part- Only heart attacks and strokes are 
exempt from the stupid part.1 depending on the cause.” 

Dr- Killjoy takes the plastic sheet off the makeshift 
hook and hangs another in its place. 

Description 

Environment 

Onset 

Duration 

Cause 

Immunity 

Contagious 

Damage/effects 

“This is the information I've collected on each 
disease or condition- The description is something 
useful or interesting. sometimes both. 

~b4~ 


“Environment is where you should be on the lookout. 
Onset and duration are how long it takes after exposure 
for damage/effects to begin and how long they last 
respectively. 

“The cause determines what you can do about it: Give 
antibiotics for bacterial infections and get anyone in 
a bad environment moved- Everyone else has to hold onto 
their pants and ride things out since all you can do is 
try to keep them healed and resuscitate them when they 
go down- Two antibiotics every day of illness will 
halve the damage and effects caused by bacterial 
infections." 

He slaps the next heading hard enough for the screen 
to bounce off the wall and make shadows dance all over 
the room. 

“Most viruses and bacteria make the body produce 
antibodies that confer immunity- All conditions except 
heart attacks and strokes will continue until the 
patient is removed from the cause of the condition. 
Some poor bastard overheating in the sun and not 
cooling himself won't feel better regardless of what 
you do- 

“A contagious disease can be spread directly from 
person to person rather than through the vector. 

“Damage/effects is what it sounds like- This is what 
happens to the poor sap who gets one of the things 
you're about to learn about- They last for the total 
duration of the illness-™ 

Dr- Killjoy smacks the man on top of the head picking 
at the hole in his shirt- “Were you paying attention?” 

The man looks upi rubbing his head- “Uh...” 

Dr- Killjoy swats him again- "I will fuck you up for 
wasting my time- You wasting my time?” 

‘tun. > rae 

“Are you just fucking fuckin’ with me?" He raises the 
pointer. 

“No. man!" The attendee raises his hands in defense. 
“Never! Mamma always said not to piss off insane 
folks!" 

Dr- Killjoy puts his arm down- "Good- That's what I 
like to hear-" He points the stick at you- "You got it 
so far?” 

You look at the man rubbing his head. the woman who 
shifts on her bucket while looking for a way to leave, 
the man in armor with this smirk. and back at the 
doctor in his bloodstained lab coat. “Crystal.” 

“Well, that's some dandy shit- Just dandy- I'11 get 
on with the presentation if no one has any stupid ass 
questions.” 

You look at everyone else looking at you for a second 
before you all shake your heads in unison. 

“Very good-” Dr- Killjoy claps and rubs his hands 
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together. “I hate stupid ass questions. On we go to 
Anthrax.” 

He replaces the sheet of plastic with the next one 
from the stack... 


Anthrax 

Description: This can be picked up by handling 
infected pelts or meat from animals- It will survive in 
soil for decades- 

Environment: Present in meat. pelts.i and blood of 
herbivores and in the dirt of their living areas where 
it can be inhaled with dust- Can infect carnivores who 
feed off tainted meat- 

Onset: DIO days. 

Duration: D10/e2 days. 

Cause: Bacteria. 

Immunity: Yes. 

Contagious: No. 

Damage/effects: Pneumatic infections display cold- 
like symptoms that can lead to severe pneumonia and 
respiratory failure. The victim suffers -10-100% 
movement and to hit. a 10% cumulative chance per day to 
develop pneumonia. and has a 80% chance of taking 10- 
100% of their health in damage on the fourth day due to 
shock. 

Gastrointestinal infections cause diarrhea and 
vomiting of blood- The victim suffers -10-100% movement 
and to hit. loses two liters of fluids per day. and has 
a 60% chance of taking 10-L00% of their health in 
damage on the last day- 

Cutaneous infections cause inflammation and_= an 
ulcerous wound at the site of infection- Victims take 
DLO points of damage daily and have a 40% chance of 
scaring that causes a permanent -1l1 Beauty modifier. 
Victims have 5% chance of developing gangrene in the 
wound at the center of a cutaneous anthrax infection. 

Botulism 

Description: This is a bacteria produced toxin- Wound 
and inhalation infections can occur.i but the common 
cause is contaminated food- Heating the food to 45 C 
for several minutes will destroy the toxin. 

Environment: In dirt, water, and improperly 
prepared/stored food. 

Onset: D100 days. 

Duration: D10 days. 

Cause: Toxin- 

Immunity: No. 

Contagious: No- 

Damage/effects: Symptoms start with fatigue. trouble 
seeing; and difficulty speaking- Death is normally 
caused by respiratory paralysis when it occurs. Victims 
suffer -0-90% movement, -1-10 in their Balance and 
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Visions and take 5-50% (D10x5) of their total health in 
damage daily. 

Cholera 

Description: This bacteria is spread via vomit and 
diarrhea in unsanitary conditions. Extreme cases can 
give the skin a bluish gray cast. 

Environment: Water and food dirtied by sewage. 

Onset: D1LO/e days- 

Duration: 3 days. 

Cause: Bacteria. 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms include large amounts of 
vomit and diarrhea- Death is normally caused by 
dehydration and/or electrolyte imbalance- Infection 
costs a character -80% movement and to hit- Victims 
lose one liter of fluid every two hours, or le liters 
every 24 hours- They have a 20% chance of electrolyte 
imbalance every day- 

Common Cold 

Description: A large number of viruses cause minor 
cold symptoms to some degree or another- Characters are 
immune to one after contacti but there are plenty of 
others to encounter. Luckily. they are more of an 
inconvenience than a real threat. 

Environment: Anywhere. 

Onset: DLO days. 

Duration: D10/e2 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms normally include body aches: 
sinus congestion, and fatigue- Characters suffer -5-50% 
(D10x5) movement and to hit- 

Concussion 

Description: This is a minor brain injury that can 
cause various symptomatic issues. It is caused by 
sudden jarring or rotation of the head. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10/e2 days. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: This injury can cause ae- wide 
assortment of symptoms such as temporary loss of 
consciousness. weaknessi confusioni and a decrease in 
fine motor control- Victims have a 1% chance of e2D10 
hours of amnesia a 10% chance of blacking out for D10 
minutes on the spot, a 30% chance each of -D10O Balance 
and Brawn modifiers, and a 50% each chance of -D10 
Logic and Wit modifiers- The chances of ill effects and 
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duration of effects are doubled if another concussion 
is suffered while the victim is healing from a previous 
one- 

Dehydration 

Description: This is a condition resulting from the 
lack of fluid intake or extreme loss of fluids from 
some other sickness- It causes cholera victims to look 
bluish gray- 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Until proper fluids are received. This is 
equal to any fluids lost and the one liter daily 
requirement if using the CRPTP dehydration rule. 

Cause: Condition. 

Immunity: No. 

Contagious: No- 

Damage/effects: For each liter of water a character 
does not consume or each liter of fluids they lose 
without replacement, they suffer -15 to their maximum 
hit points- They fall unconscious at O and die at -20. 
They will recover in one hour after getting proper 
fluids. 

Ebola 

Description: There are several sub-types of this 
extremely contagious hemorrhagic fever with medium to 
high fatality rates- It attempts to turn the body into 
a virus particle during infection. and a single drop of 
fluid from a victim can contain millions of virus 
particles at peak amplification. 

Environment: Has been found in bats and primates in 
tropical environments. 

Onset: 2D10 days- 

Duration: 2D10 days. 

Cause: Virus. 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: The normal blood-borne form of the 
virus mounts a systemic attack on the body with muscle 
pain and fever before progressing to a rash. vomiting, 
diarrheai and bleeding from orifices as mucus linings 
slough off and are evacuated- Internal blood clots can 
lead to heart attacks and strokes as actual causes of 
death- The victim will 'crash and bleed out!’ if a 
sufficient amount of their body has been converted to 
virus particles. The victim suffers -10-L00% movement 
for the first half of the days infected. and -100% for 
the last half. They lose one liter of fluids every six 
hours for the last half of the days infected. four 
liters daily- The victim has 80% chance of taking 10- 
100% of their health in damage the last two days of 
infection. 
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The pneumatic form of Ebola became endemic worldwide 
in vectors never identified during the 2031-32 pandemic 
and reappears sporadically- This form of the virus 
affects the body in a systemic way. but with the 
addition of severe pneumonia-like symptoms caused by 
the virus directly attacking the lungs- The victim has 
-80% movement and chance to hit for the first half of 
the infection period, and -100% of each for the second 
half- They suffer 10-100% of their total health in 
damage every day from shock. A liter of fluids are lost 
every six hours during the second half of the 
infection. four liters daily- In addition. victims have 
30% chance everyday of developing pneumonia as a 
secondary infection. 

Electrolyte Imbalance 

Description: This is a deadly imbalance in the body 
caused by over hydration- Approximately four liters of 
water consumed within an hour can cause it- It can also 
happen in situations where electrolytes are being lost 
from the body and only water is being used for 
hydration. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Until electrolytes are replenished. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: This is characterized by a sudden 
onset of headaches. drowsiness.i and personality changes 
that can quickly lead to a heart attack or brain edema. 
Characters have a 50% chance of developing water 
poisoning if they drink too much in a short time- They 
take 10-100% of their health in damage. and have -5S0% 
movement and to hit- 

Encephalitis 

Description: This inflammation of the brain can be 
caused by multiple types of viruses. bacteria. or 
amoebas- 

Environment: Anywhere. 

Onset: D1LO/e2 days. 

Duration: D10 days. 

Cause: Virus. bacteria. amoebas., or protozoa 

Immunity: Virus only. 

Contagious: No- 

Damage/effects: The victim will begin to experience 
fever, confusion, fatiguei and headaches that can 
progress to seizures and hallucinations. Their movement 
and to hit are reduced by 10-100% and Alacrity; 
Balancei Logici and Wit are all reduced by 1-10. The 
victim has a 10% cumulative chance per day of infection 
to take 10-100% of their health in damage from shock. 
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Friction Blister 

Description: These blisters are caused by using 
tools/weapons for long periods of time with bare hands, 
or by walking long distances in bad shoes or shorter 
distances in damp conditions. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Three days- 

Cause: Condition. 

Immunity: No. 

Contagious: No- 

Damage/effects: Fluid filled blister(s) raise in the 
affected area that cause great pain- Victims have -QO- 
90% to hit if on their hand. and -0-90% movement for 
each foot affected. Movement cannot exceed -10%. 
Penalties are halved on the second day and halved again 
on the third day. 

Frostbite 

Description: Frostbite is the body's reaction to 
exposure to cold weather due to inadequate clothing 
and/or movement- Blood vessels near the surface in the 
extremities constrict and circulation is reduced- 

Environment: Temperatures above -15 C with wind 
speeds below 40 kph are unlikely to produce frostbite, 
and it would take more than two hours to do so if it 
did- It takes the specified amount of time to move 


through each of the four of frostbite. A 


character facing frostbite danger 


stages 


stage four frostbite in hours” in 
conditions- Anyone who remains in such conditions faces 
death from hypothermia long before frostbite 
shows. 
Onset: 
Temp/wind speed Minutes to frostbite 

-15 C/40 kph ~30 

-15 ¢C/50 kph cy 

-15 C/b0 kph el 

-15 ¢€/?70 kph 14 

-15 ¢€/&0 kph 14 

-20 C/30 kph 1b 

-20 C/40 kph 14 

-20 C/50 kph 13 

-20 C/b0 kph 11 

-20 C/?0 kph 9-1 

-20 C/&0 kph 7.3 

-30 C/30 kph b-4 

-30 C/40 kph b-2 

-30 C/50 kph 5.4 

-30 C/b0 kph 4.7? 

-30 C/?0 kph 3-9 

-30 C/&0 kph 3-2 

-40 C/30 kph 4 
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in 30 minutes faces 


-40 C/40 kph 3-5 
-40 C/50 kph 3-1 
-40 C/bO0 kph c-? 
-40 C/?0 kph c-c 
-40 ¢€/80 kph 1-4 


Duration: D1LOx4 days. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: There are four stages- The first 
produces redness and itching with some pain- The second 
produces black blisters 1-2 days after exposure and 
hurts, but does not cause real damage- Stages three and 
four cause long term damage starting 2-3 days after 
exposure- Purple. blood filled blisters appear on the 
affected area which turn black- The use of the body 
area is lost and it goes numb- The body part cannot be 
used during this time and that means weapons/shields 
cannot be used with infected appendages: One foot/leg 
being unusable through frostbite reduces movement by 
50%- Both sides being affected reduces movement by 
100%- A hand is considered frostbite. and unusable. if 
the arm it is attached to gets frostbit. and likewise 
for feet/legs- There is a 10% chance of gangrene in 
stage three exposure and 20% in stage four- After 
recovery, stage three exposure has a 20%, stage four 
has 4O%4 chance of the area being permanently 
usefulness. 

Gangrene 

Description: This is large scale necrosis of tissue 
due to infection or restricted blood flow to the area- 
It can be ‘dry’ like that caused from diabetes: 
frostbite. or pressure sores and has a mummified look, 
or it can be 'wet!’ and caused by infections which swell 
the skin and turn it putrid. 

Environment: Anywhere. 

Onset: Secondary illness. 

Duration: D10 days. 

Cause: Condition or bacteria. 

Immunity: No- 

Contagious: No- 

Damage/effects: Both types cause the affected area to 
become numb and useless- The body part cannot be used 
during this time- One foot/leg being unusable reduces 
movement by 50%. Both sides being affected reduces 
movement by 100%- A hand is considered gangrenous. and 
unusable, if the arm it is attached to is affected. and 
likewise for feet/legs- 'Wet’ type gangrene has a 40D% 
chance of causing sepsis- Both types have a 30% chance 
of auto amputation of the area after recovery. 
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Heart Attack 

Description: A character's heart is up there with 
their brain and lungs as most important- Various things 
can cause something to go wrong with it: Low body 
weight. Age- Artery blockage. Aneurysm. Stress. 
Excitement. Other diseases- 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10 days. 

Cause: Condition. 

Immunity: No. 

Contagious: No- 

Damage/effects: There can be pain in the left arm or 
chest as the heart either stops beating and restarts: 
or not. or beats irregularly.i and returns to normal; or 
noti or some mix of this during the actual attack that 
goes on for several minutes. Initial damage is 10-100% 
of the character's full health- After effect damage is 
a -0-90% movement and to hit from fatigue during the 
healing process. 

Hyperthermia 

Description: This is when the human body cannot get 
rid of excess heat fast enough and exceeds approx 34 C 
while healthy- This is not the same as fever which 
involves the body's temperature set point being raised- 
Hyperthermia can happen because of the environment, 
drug reaction, physical activity, decreased 
evaporation of sweat.i1 or some combination of factors. 
Dry air allows people to sweat more and to shed more 
heati while high humidity keeps sweat from evaporating 
and pulling the heat from the skin- Dehydration can 
lead to the lack of sweat evaporation- A_ wet-bulb 
temperature, that takes humidity into account. of 35 C 
or higher prevents the human body from losing heat, 
even in the shade with minimal clothing. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Varies. 

Cause: Condition. 

Immunity: No. 

Contagious: No- 

Damage/effects: Hyperthermia can cause heat 
exhaustion or heat stroke. Heat exhaustion range is 34- 
4O.5 C. Hyperthermia becomes a heat stroke at 40-bL C- A 
weak. rapid pulse. heavy sweatingi and quick breathing 
indicates heat exhaustion and that the character is in 
danger- Passing a Wit check will alert them to their 
condition- If they fail the check or do not take 
action, they get another warning within minutes when 
they approach the critical temperature when they have a 
wave of dizziness and must pass a Balance check or 
stumble and fall. If they still do not cool themselves 
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off immediately. they have a heat stroke to some degree 
and have 70% chance of a heat rash.i 50% chance of 
fainting, 30% chance of muscle cramps. 5% chance of a 
near fatal heat stroke, and 1% chance of heat induced 
heart attack. Each should be rolled for- A character 
can have none to all of them happen in the same 
episode- A heat rash is a rash from sweating too much. 
A fainting spell does no permanent damage. but 
characters should take damage for the tumble depending 
on the environment. Muscle cramps reduce the 
character's movement by 50% for one hour- A near fatal 
heat stroke involves some degree of cardiac and/or 
respiratory arrest.i which would be the cause of deathi 
and is very disorienting, especially if combined with a 
fainting spell. It does damage equal to 10-100% of the 
character's total health- Confusion halves their Logic 
and Wit for two hours after a near fatal heat stroke. 
Heart attack victims must further contend with that 
ailment. 

Hypothermia 

Description: This involves the body's core 
temperature dropping below 35 C- Immersion in cold 
water is the most notorious cause. 

Environment: Frostbite conditions and cold water. 10 
C water can cause death in one hour. while -2 C water 
can cause death in 15-30 minutes as the victim becomes 
too cold to stay on the surface- 

Onset: Depends on environment. 

Duration: Until warmed. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: This has three stages of severity. 
Stage one involves a drop of 1-2 C in body temperature 
and causes an increase in the shivering reflex to try 
warming the body up- Medium (-3) penalties to Alacrity; 
Balance, and Wit due to sluggish thinking = and 
movements. Stage two involves a drop of 2-4 C in body 
temperature and violent shivering. All movements, 
thoughts.i and speech are slow and uncoordinated- Victim 
is pale and ears, fingers. and toes may be blue- Heavy 
(-10) penalties to Alacrity., Balancei and Wit with -50% 
to hit and -50% movement- Stage three is entered when 
the core temperature is lower than 32 C- Almost 
impossible to speak or walk- Severe (reduced to lh) 
penalties to Alacrity.i Balances and Wit with -100% to 
hit and -L00% movement. All symptoms are relieved with 
proper warmth. 

Influenza 

Description: A large number of viruses cause flu 
symptoms.i some worse than others. Characters are immune 
to one after contact, but there are plenty more to 
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encounter. Luckily.i they are more of an inconvenience 
than a real threat. 

Environment: Anywhere. but contact with birds and 
pigs increases the risk. 

Onset: D10O/e2 days- 

Duration: D10 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms include body aches. sinus 
congestion, vomiting. diarrhea. and fatigue within a 
few days of exposure- Characters suffer 10-100% loss in 
movement and to hit for five days counting first day of 
symptoms and lose one liter of water a day- 

Kuru 

Description: This prion disease spread out of Papua 
New Guinea with the surge in cannibalism. Nearly all 
the cannibals in Corpseville carry the prion due to 
their eating habits. 

Environment: Human brain and spinal tissue. 

Onset: 2D10 years. 

Duration: Until death. 

Cause: Prion- 

Immunity: No. 

Contagious: No- 

Damage/effects: All stages involve emotional 
instability and sudden outbursts of laughter- The first 
stage involves muscle tremors. difficulty speaking and 
walking. This is equal to -50% movement and to hit. 
Stage two involves severe tremors, loss of 
coordination. and inability to stand- This is equal to 
-100% movement and to hit- Victims in stage three 
cannot sit up. speak.i or care for themselves. In 
addition to -100% to movement and to hit.i victims have 
20% chance everyday they are in this condition to 
develop gangrene or pneumonia until one or the other 
kills them- The first two stages last two months each. 

Low Sugar 

Description: A person's blood sugar can drop too much 
if they have not eaten for a long time. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Until the person eats. 

Cause: Condition. 

Immunity: No. 

Contagious: No- 

Damage/effects: Waves of dizziness and nausea are the 
body's way of saying 'Feed me’ and can start occurring 
one or twice an hour anytime after a person has gone 
more than le hours without eating- These waves last 
seconds: roughly two combat turns, but can be 
incapacitating while they last. The character's 
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movement and chance to hit are reduced by 5-50% (D10x5) 
for 10 seconds. 

Malaria 

Description: A protozoa caused disease that is spread 
by certain female mosquitoes. There are several sub- 
types of the disease that have differing levels of 
risk. 

Environment: Potentially anywhere there are 
mosquitoes. 

Onset: 3D10 days. 

Duration: D10 days. 

Cause: Protozoa. 

Immunity: Survival gives partial immunity (50% less 
effects) for six months. but regular exposure is needed 
to maintain this immunity. 

Contagious: No- 

Damage/effects: Headaches. fever, vomiting, and 
fatigue last for the duration of the infection- It can 
lead to jaundice, yellow skin, seizures, coma. 
respiratory distressi or death- This infection can 
reappear weeks or months after the victim is apparently 
cured due to surviving protozoa in the blood making a 
comeback. Victim loses two liters of fluid per day- 
Movement and to hit chance are reduced by 50%. Victim 
has a 860% chance of taking 10-100% of their total 
health in damage every day- 

Meningitis 

Description: This inflammation of the membrane 
covering the brain and spinal cord can be caused by a 
virus1 bacteria. or fungus- Victims can be reinfected 
by any but the viral form. 

Environment: Anywhere. 

Onset: D1LO/ce days. 

Duration: D10 days. 

Cause: Virus. bacteria. or fungus. 

Immunity: To virus causing. 

Contagious: Yes. 

Damage/effects: The victim will begin to have extreme 
headaches, feveri stiff neck, and an altered mental 
state. They may develop an intolerance to bright lights 
and loud noises. An increase in muscle tone pulls the 
head back involuntarily. The victim's movement and 
chance to hit are reduced by 10-100% and Alacrity; 
Balancei Logici and Wit are all reduced by 1-10. The 
victim has a 30% chance of taking 100% of their health 
in damage every day due to shock. 

Plague 

Description: This bacteria is carried by fleas living 
on rats and transferred to humans through bites or 
handling infected animals. It has three primary forms 
and can kill in as little as a day after first 
symptoms. The virus can mutate to another form if the 
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conditions favor that mode of transfers or become 
different forms as it infects different parts of the 
body- 

Environment: Contact with rats and their fleas. 

Onset: 24 hours. 

Duration: D10/e2 days. 

Cause: Bacteria. 

Immunity: Yes. 

Contagious: Pneumatic form is. 

Damage/effects: Bubonic causes lymph nodes to swell, 
septicemic causes blood clots. and pneumatic directly 
attacks the lungs- All turn into each other as _ the 
bacteria spreads throughout the body. causing fever: 
delirium. necrosis. spitting and vomiting of blood. and 
weakness- Damage is normally sudden and immediate- The 
patient either survives or they do not- Victims take 
10-100% of their total health in damage per day: 
movement and chance to hit are reduced by 25% per day. 
and Logic and Wit are reduced reduced by 2D10 each- 

Pneumonia 

Description: A wide range of things can cause 
pneumonia which is fluid buildup in the lungs that 
normally leaves them scared- 

Environment: Anywhere. 

Onset: One day- 

Duration: D10 days. 

Cause: Virus. bacteriai fungus. sudden temperature 
changes. 

Immunity: To virus causing. 

Contagious: No- 

Damage/effects: Symptoms can show within hours and 
include severe sinus congestion, fatigue, and 
difficulty breathing. Characters suffer -10-100% in 
movement and chance to hit- It has a 20% chance of 
doing damage on each day equal to 10-100% of the 
character's total health. 

Rabies 

Description: This virus can infect any mammal- It 
travels through the nervous system to the brain and 
spinal cord where it causes inflammation. It is a major 
cause of concern in areas with non-vaccinated dogs and 
should be enough to make character's pause when dealing 
with wild/feral animals. Cared for animals have less of 
a chance of having the virus due to the owner noticing 
and removing them for their own safety- 

Environment: Feral/wild animals- The GM roles 4D10 if 
they decide there is a chance of exposure. Four zeros 
for a kept animal and three zeros for. stray/wild 
animals indicates the animal is infectious and there is 
transfer of virus from a wound they caused- This is 
approx -25% and -5% respectively: A character is 
considered mauled if they take 20+ points of damage- A 
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chance of rabies exposure should be rolled for the 
first 20 points and for each full 10 points thereafter. 

Onset: 2D1L0 weeks. 

Duration: Until death- 

Cause: Virus- 

Immunity: Yes- 

Contagious: Yes. 

Damage/effects: It is nearly always fatal in 
developed cases.1 even with treatment. There are two 
forms. 

Furious rabies exhibits the popular idea of rabies 
and is terminal in D1O+1 days- Victims are hyperactive; 
afraid of water, sometimes afraid of breezesi and 
cannot swallow well- Death occurs via cardio = and 
respiratory arrest. Their Logic and Wit are reduced by 
DLO every day of infection until they reach a minimum 
of one or they die- Dehydration is a risk.i and they 
must pass a Wit check to keep from attacking anyone who 
forces water on them and pass a Logic check to 
successfully drink enough liquid for a day- 

Paralytic rabies takes 2D10 days to kill- Muscles 
start to relaxi starting with the wound area and moving 
outward- Coma happens when it reaches the head and the 
victim dies. Each leg affected gives -50% movement and 
each hand or arm being affected means they cannot hold 
a weapon- If a character contracts this who is not 
supposed to die. like a PC who must then undertake some 
grand undertaking for a cure. the 5% chance of survival 
should be made within 24 hours of exposure since that 
is the best chance of their system fighting off the 
virus- 

There is a 70% chance of furious rabies in each case 
and the rest are of the paralytic type- 

Respiratory Syndrome 

Description: A wide range of viruses can cause a 
respiratory syndrome by directly attacking the lungs. 

Environment: Anywhere. 

Onset: D1LO/ce days- 

Duration: D10 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms include severe sinus 
congestioni fatigue, and difficulty breathing within 
hours or a few days of exposure- Characters suffer -O- 
90% movement and to hit and have a 10% cumulative 
chance each day of developing pneumonia- 

Sepsis 

Description: This is poisoning of the blood due to 
infection. 

Environment: Normally a secondary infection. 

Onset: Immediately. 
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Duration: 2D10 days. 

Cause: Bacteria. fungus. virus. amoeba. protozoa. 

Immunity: No. 

Contagious: No- 

Damage/effects: Once indicated, the victim will 
display symptoms such as fever, flushed skin. swellings 
and low blood pressure- This results in fatigue with 
-10-100% movement and to hit- There is a 20% chance of 
septic shock with the victim taking 10-L00% of their 
health in damage on even numbered days from the fourth 
on- Infections lasting only 2-3 days do not have a risk 
of shock. 

Smallpox 

Description: The natural form of this virus’ was 
declared eradicated in 1979 as its only host was 
humans. The US and Russian governments retained samples 
for experimentation and weaponization- Some of these 
armaments where used in the resource wari creating 
regional epidemics in the remaining population. This 
weaponized type cannot host outside humans. but can lay 
dormant in the soil to be inhaled with dust- There are 
also lost chemical stockpiles left behind by both 
governments and characters should be careful and read 
what they are opening. 

Environment: Bombed areas and army stockpiles. 

Onset: 2D10 days- 

Duration: 20 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms start with feveri fatigue, 
diarrheai headache. and muscle pain- Skin lesions 
appear on about the 13% day of infection. spreading 
from the forehead to the rest of the body- They are 
raised and filled with opaque. liquid tissue debris. 
These dry up and start falling off on day 20- Victims 
suffer -10-100% movement and to hit for the first le 
days- When the raised lesions appear. they have -100% 
movement until they dry up- There is 5% chance for the 
victim to take 10-100% of their health in damage 
everyday- Survivors have a 80% chance of a permanent -1 
Beauty modifier. 50% chance of -2 Beauty modifier. and 
20% chance of a -4 modifier- Each are rolled for 
separately. If they try to fight or engage in activity 
during the lesion stage.i large areas of skin can come 
offs doubling any Beauty modifiers- They can also put 
themselves at risk of sepsis or gangrene with the loss 
of large skin areas. 

Sprain 

Description: This is damage to ligaments at a joint. 
Kneesi anklesi handsi fingersi and the back are the 
most common areas affected. but any joint in the body 
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can be affected- It can be caused from trauma. by 
moving the joint beyond its normal range. or muscle 
fatigue. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10 days. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: The affected area is swollen. tender, 
and bruised- The victim's movement is reduced by O-90% 
if a foot or leg is affectedi and they have a -0-90% 
chance to hit with a hand or arm that is affected- 

Stroke 

Description: This is an interruption in the blood 
flow to the brain- It can be caused by a hemorrhage or 
blockage. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10 days. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: The damage from a stroke can vary 
greatly. In general. victims have trouble walking, 
speakingi thinking. or holding things after a stroke, 
and the duration of the effects can vary as much as the 
effects themselves. Victims have -10-100% movement and 
to hit for D110 days- They have a 50% chance each of 
-D10 on Brawn. Balance. and Logic- There is a 5% chance 
of these effects being permanent. 

Tetanus 

Description: This is caused by wounds being 
contaminated with bacteria and their toxin entering the 
bloodstream. 

Environment: Anywhere. 

Onset: DLO days. 

Duration: D10 weeks- 

Cause: Toxin- 

Immunity: Yes. 

Contagious: No- 

Damage/effects: As per its nickname. the first sign 
of this condition is 'lockjaw'’ as muscle spasms start 
in the jaw and face of the victim. These spread to the 
neck. pecs. calf muscles, and finally the whole body- 
These spasms can be strong enough to tear muscles and 
fracture bone- The victim has a cumulative -10% to 
their movement and to hit chance every five days of 
sickness. They lose one point in each attribute every 
five days until they recover- There is a 5% chance each 
week of symptoms for the victim to take 100% of their 
health in damage as the toxins paralysis their lungs. 
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Yellow Fever 

Description: This is caused by a virus transmitted 
females of certain mosquito species. It was the first 
virus identified by scientists. 

Environment: Potentially anywhere there are 
mosquitoes. 

Onset: D100 days. 

Duration: D10 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: No- 

Damage/effects: Symptoms consist of back pain. fever: 
chillsi nauseai and headaches- Victims suffer -0-90% 
movement and to hit. Victims take 5-50% (D10x5) of 
their full health in damage from liver damage everyday. 
This leaves their skin tinted yellow for D10O weeks. 


DR. KILLJOY'S EPILOGUE 


Dr- Killjoy leaves the last sheet hanging and steps 
in front of the screen to indicate the lecture is over. 

Floorboards and buckets creak as everyone shifts in 
their seats, ready to get up and leave. but not wanting 
yelled at or slapped with the pointer- Even the smug 
guy's face has wilted. 

“Nowi this information isn't going to keep you from 
coughing up your pneumonia ridden lungs or crashing and 
bleeding out from Ebola while pumping infectious blood 
from every orifice.” 

He pauses while the woman turns her head and throws 
up on the floor- The smell of baked beans turns your 
stomach; but you hold your breakfast of roasted rat 
down- You've smelled worse- Everyone turns back to the 
doctor. 

Dr- Killjoy shakes his head- “You puke at the sight 
of blood or just when people mention it?” 

The woman wipes her mouth and flips him off. 

“Till call that a 'sometimes'’." He paces back and 
forth while speaking- “You're about the sorriest group 
of medic wannabes I've seen in some time- My heart goes 
out to the poor bastards you treat- Any stupid ass 
questions?” 

You glance at the others who all shrug and shake 
their heads- The woman gets up and walks out. 

“Good-" Dr- Killjoy takes out a flask of strong 
smelling alcohol and drains it- "Time for lunch.” 
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END NOTES 


*Two antibiotics per day of infection (page 35 of the 
CRPTP) halve the damage and effects from bacterial 
infections. 

*DL0/2=D10 divided by @2@ and rounded up for a 1-5 
result. 

xDamage and effect rolls should be rounded to the 
nearest whole number. 

*xCharacters can be revived after dying and healedi 
but this will not kill the pathogen or negate any 
effects suffered from a condition. 

*xEffect penalties are rolled for separately if more 
than one attribute is affected. 

*xCumulative movement penalties max at -100%. 

*xCumulative attack penalties do not max due to the 
unlimited advancement nature of the custom system. 

*xAttribute name comparisons to other game systems 
should be apparent to anyone using this for another 
system, but the character sheet is free for examination 
from the main RPG page- Luck is not affected by 
anything in this module. 
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INTRODUCTION 

This Adventure Module is part of The Disturbance 
Timeline RPG system and requires the 'Core Rules and 
Post-apocalyptic Time Period’, referred to as 'CRPTP', 
book to play- The Post-apocalyptic Expansion for CRPTP 
is free and optional. 

This adventure can be used with the intro adventure 
from CRPTP1 on its own. or in another world entirely, 
but is meant for 3-4 PCs between 4-bL"™ level. 

Like the primary Disturbance Timeline RPG rule books, 
these modules will be recommended for players aged 1? 
and up due to disturbing themes. adult humor, and drug 
use- The custom system that the NPCs are built on 
should be partially translatable to many other tabletop 
RPGs. notably D2eO and D100. but there will not be any 
conversion information included. The custom system is 
designed for unlimited development, so any conversion 
will break down at a certain point. 

When balancing for different size groups or character 
levels, 7 NPC levels are roughly as strong as 10 PC 
levels in the custom rules.i taking into account PCs 
losing combat effectiveness due to noncombat’ skill 
choices and points being more spread out- The combat in 
this module would range from medium to hard. depending 
on equipment and tacticsi for a group with minimum 
requirements. 

The leader of the Church of the Insane is Lunatic 
Larry. He and the church are fringe characters in the 
CRPTP intro adventure 'Moving On Up'’- The region map 
for this adventure expands the area around Vicksburg 
(intro maps #1-#3)., mostly to the north. 

Italics indicate information meant to be read or 
paraphrased to the players for characterization 
purposes- This normally concerns NPCs. events, or the 
environment that PCs need to know or something that 
advances the story- How much or little of the total 
information is used during game play is up to the GM 
and the PCs actions. 

This adventure has three primary endings based on how 
the PCs decide to proceed. They can complete the job as 
it is given. join the cult. or both. Of course there is 
a fourth option. they can launch an attack on The 
Church, but the cultists will fight to the last and win 
unless the PCs are much higher level than what the 
adventure calls for. If the compound is captured. loot 
is determined by the GM- The chance of a successful 
attack is tiny. so any reward should be large in 
addition to the loot found on the bodiesi including 
supplies. weapons, gold. and vehicles. 
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OVERVIEW 

Church Compound 

The potholed road stops at the gate to the compound 
with several vehicles parked to the side of the road on 
an old building foundation. The Church resides here 
inside a subdivision that they have turned into a crude 
fortress. A rough, mismatched wooden wall protects the 
perimeter, and guards watch from unevenly placed 
platforms. Dead stumps stick up out of the sawgrass all 
over the place: marking where trees had been cut to 
keep anyone from seeing or climbing over the wall. The 
Slope the compound is on is covered by waist high 
Sawgrass that waves back and forth in the breeze- A 
path is trampled down to the distillery sitting at the 
edge of the Tears River. 

Lunatic Larry and the Church of the Insane have 
control of an old subdivision that sits on a hillside 
in the shadow of Mt- Larry. north of Vicksburg. and 
overlooks the Tears River to the east- Once a closed 
community. only a single. closely guarded road leads in 
and out. 

A wall. three meters highs runs around the entire 
perimeter that is made of wood scavenged from houses 
that once made up the subdivision. Bare foundations 
mark houses torn apart for materials- The inside of the 
compound cannot be readily seen from outside. but 
someone looking down the hill from above can see the 
general layout- The perimeter fence is fortified on the 
inside with scrap metal- A house painted in a rainbow 
pattern is near the gate- Fields take up a _ large 
portion of the northern section of the compound. 

The gate opens on jury rigged car wheels- Guard 
platforms reached by ladders stand above each side of 
the entrance. A booth to the right of the gate is where 
the public trader is during daylight hours- A door next 
to the booth gives members. special visitors. and 
converts access through the wall- Regular travelers can 
only buy Church mushrooms and Larry's Juice from the 
public trader- Only members can access the full trade 
catalog (all basic items and whatever else the GM wants 
available)i1 and they must go inside to the member 
trader to do so- The gate is rarely opened and the 
guards also look over members!’ vehicles parked outside 
the wall. 

At night: Outside activities are ended and _ the 
members party until late- Guards are always stationed 
at the various posts. 

The Church of the Insane- 

Lunatic Larry: 190 HP. 32 ACs 14 MPT. pistol 113%, Death Master 


Pro e2DLO DAM, 2 ROF., COO AMMO, combat armor, combat boots, 
tactical glovesi steel helmet, tactical pants, XP value: 300- 
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Church guards x10: 40 HP.i 18 ACi & MPT. shotgun 41%, pump 
shotgun 2D10 DAMs 1 ROF. 50 AMMO. leather armor, hunting boots, 
leather glovesi tactical pants. XP value: 100 each- 

Church members x15: 35 HP, O ACs & MPT, pistol 67%, Junior 
Killer D110 DAM, 1 ROF.; 4 AMMO. XP value: 20 each- Note: Members 
with guns only carry one clip. 4 shots. mostly to alert the others 
while retreating to the compound, but can get whatever they need 
at the trader inside. 

Church Initiates x20: 35 HP, O AC, & MPT. melee b2%. steel pipe 
D1LOxe2 DAMs 1 ROF. XP value: 20 each. 


Church Specific KG Value Modifier 
Items Gr/gold 
Church Mushrooms O-1 3 3 hr duration, -3 MPT. -10 


to hit. and 10 DAM immunity 
per -O1 kg consumed 


Larry's Juice 1 2 -3 KPFU, gas/diesel engine 
(1 liter) compatible 


Dog Food Factory 

This large metal building is surrounded by a parking 
lot that is slowly turning into a field. Grass and 
trees reach into the sky from the cracks in the 
concrete and sediment gathered in corners and low 
spots. Creaking metal is punctuated by occasional dog 
yelps- 

Packs of dogs are concentrated around the largest, H- 
shaped. building west of Vicksburg that had once been a 
dog food factory- The occasional traveler and local 
wildlife catch varies their diet- 

Four dog packs roam the general location. with two of 
them always close to the H-shaped factory- Exact 
positions are determined by the GM- The number of 
animals in each pack and amount of packs can be varied 
depending on PC numbers and equipment. 

The Alpha male. female. and young animals that don't 
fight are in the warehouse that takes up the eastern 
most part of the building. Any remaining dog packs 
roaming the area will arrive at their defense on the 
third turn of combat if they are attacked. 

A search of the warehouse after the dogs are killed 
will reveal the remains of several less fortunate 
explorers. They were dragged inside to be eaten, 
preserving some of their equipment- The following items 
are scattered among the human bones on the floor: 
pistol ammo x20. rifle ammo x10. corroded = shotgun 
shells x5. assault rifle shell casings x20. mortar and 
pestlei hammer. small canteen. rags x10. chain. steel 
helmet. small riot shield. and sledge hammer. 

At night: All but one pack that is out hunting are 
bedded in the warehouse with the Alphas. 
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Dog pack- 

Dog. large: 60 HPs 5S ACs 10 MPTi1 unarmed 65%, e2dIOxe DAM, 1 
ROF. XP value: 5Q- 

Dog. small x4: 30 HP. 5S ACa ? MPT. unarmed 55%, DIO DAM; 1 ROOF, 
XP value: 10- 


Alphas and pups- 

Large dogs x2: bL0 HP. 5 ACs 10 MPTs unarmed 65%, e2D10xe DAM, 1 
ROF. XP value: 5Q- 

Feral pups x&: 10 HP. QO ACs 3 MPT. XP value: 1 each. 


Hermit's Cave 

The rough, dirt road ends at an overgrown yard. 
Waist high sawgrass sways in the breeze, forming a sea 
between the battered house and a cave created by an 
overhanging rock protruding from the hillside. 

PCs who pass a Vision check also see: Jhere are 
several elongated breaks in the grass that look as 
though something is laying on the ground, and multiple 
pythons are sunning themselves in front of the cave 
opening: 

An old hermit once lived here for so long that his 
name was forgotten even to himself. Eventually. the 
pythons that he raised as livestock escaped their pens 
and repaid the favor- The cave is now home to a colony 
of pythons that have killed many adventurers looking to 
cash in on the fabled Hermit's Treasure- They are also 
the source of the pythons roaming the area- 

There are 10 mounds of skeletal remains scattered 
between the cave and nearby house- The contents of each 
mound is determined by rolling on the Scavenger Table 
twice (page 5&8 in the CRPTP). 

The hermit'’s remains are in the back of the cave, 
half buried in dirt and crushed egg shells mixed with 
ruined items from what once had been shelves full of 
supplies. Searching reveals these items: leather 
gloves.i assault rifle ammo x20, glass bottle x2. 5 kg 
of steel rodsi motorbike tire. 10 meters of wire. steel 
pipe. and 5+D10 grams of gold in a leather pouch. 

At night: The snakes are more active at night and the 
larger ones are out hunting. leaving the babies in the 
cave alone or hunting rodents in the grassy area. 


Python nest- 

Python, baby x5: 50 HPs 5S ACi & MPT. unarmed 73%, DIO DAM, 1 
ROF. XP value: 50 each- 

Pythons small xe: 120 HPs ie ACs 10 MPT. unarmed 70%, e2Dd10xe 
DAM, 1 ROF.s XP value: 150 each- 


Joe Mofo'’s Gang 

When a pair of soldiers approach the PCs while 
traveling: An earsplitting roar drowns out everything 
as two Kido’s appear from around a bend. The bikes have 
been spray painted black and white1 matching the crude 
uniforms worn by the riders- They each raise a hand in 


welcome. 
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If the PCs go to the headquarters: You see a 
fortified house on the hill overlooking a large pond. 
Drawing closer, you see the bottom floor windows are 
covered in sheet steel with holes drilled for light and 
air- The door has a security gate crudely placed and 
there are bars over the second floor windows. Several 
motorbikes, whole and torn apart, litter the yard. 

This small motorbike gang provides 'security!’ to the 
area from their fortified clubhouse. They can often be 
encountered patrolling the roads in pairsi and will ask 
for 'donations!'’ from any traveler they have never seen 
before or who has not paid in at least two weeks. This 
donation is always -l1 grams of gold or the equal in 
goods per traveler. 

If their request is ignored. they will fire a warning 
shot. Not paying after this will result in an attack. 
Since they call themselves a police force. and make 
some attempt to maintain the facade. they only attack 
until the travelers yield and pay the toll- They will 
attempt to escape on their bikes once they are below 
half health. To their credit. they will dispatch any 
hazards they run across and defend Vicksburg.i The 
Churchi and Mallton from attack if called on- These 
things keep many people from speaking up against them, 
looking the other way when a traveler ends up dead over 
a road toll argument. 

At night: The gang does not operate at night, 
preferring to relax inside their secure clubhouse. 


Joe Mofo's gang- 

Joe Mofo: 120 HPs O ACs & MPT. driving 88%, pistol 83%. Death 
Master Pro 2D1L0 DAM, 2 ROF. SO AMMO. XP value: 200- Vehicle: The 
Racer, 200 HP. 30 AC. 50% exposurei top speed 155 kph. Engine 
Intake 2, Vehicle Spikes e.- 

Soldiers x5: 50 HP. O ACs & MPT. driving 47%, pistol 57%, ur. 
Killer D10O DAM, 1 ROF. SO AMMO, XP value: SQ each- Vehicle: The 
Kidoi 100 HPs 5S AC ?0% exposure, top speed 50 kph. 


Mallton 

Outside: This intersection was once a hub” of 
activity. Now, all the foundations near the mall have 
been stripped for building materials. Sawgrass: shrubs, 
and trees spout from the cracks in the pavement, 
concrete, and parking lots- One building has survived: 
A two story mall with a hand painted sign over the 
front entrance that says ‘Welcome to the Kingdom of 
MNallton’. The only available entrance is the front door 
blocked by a metal security gate. 

Going inside: You walk through the surprising clean 
main entrance: passing two sets of security gates- The 
central room is dimly lit by broken skylights. All the 
escalators but one have been ripped out- Two men stand 
at the topo under a broken plastic sign that says 
'Trader’. 
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Ten full-time residents live in this abandoned mall 
community north of Vicksburg- They are generally 
friendly. claiming to be the Capitalist Lords of the 
Mallton Kingdom- Their trader charges double for the 
same goods everyone else has. while not paying out more 
for items he buys- They have an uneasy truce with The 
Church and the groups call each other a 'psycho cult!. 
Two groups of two Little Lords each roam the 
countryside during daylight hours in search of goods. 

This group has a huge stash of goldi food. ammo. and 
equipment the PCs will find if they manage to kill The 
Lords and search the building. If Lunatic Larry finds 
out the PCs have killed his allies.i he will order them 
put to death- 

At night: All Little Lord scavenger parties return to 
the mall and the place is secured for the night- A 
guard is always on watch to alert everyone else to 
danger. 


The Capitalist Lords- 

King Money: 140 HP, 2& ACs & MPT. assault rifle 93%, M-38 D10 
DAM, c¢ ROF., COO AMMO, Dura Tuch vest.i hunting boots. tactical 
gloves. steel helmeti tactical pants. XP value: 2QOO- 

Queen Money: 70 HPs 18 AC. ?@ MPT. pistol 95%, Death Master Pro 
CD10 DAM; 2 ROFs SO AMMO. Dura Tuch vest, sneakersi Dura Tuch 
fatigues, XP value: 150- 

Little Lords x&: 50 HPs ? AC, & MPT, pistol 73%, Jr- Killer D10 
DAM, 1 ROF, 4O AMMO, leather jacket.i steel toe boots, work pants: 
XP value: 50 each- 


North Bridge 

The concrete sides of the bridge are riddled with 
bullet holes and explosions from numerous ambushes 
here- Holes show through the deck to the Tears River 
below. 

This bridgei reached via a long route curving west 
and north, is 5-9 kilometers from Vicksburg- The damage 
it has sustained from battle makes it a treacherous way 
to travel- There's a 5% chance (94-99 on e2D10) any 
vehicle larger than 4-wheeled will cause the structure 
to collapse.1 dumping anyone on the bridge into the 
river- It will be uncrossable by vehicles if this 
happens.- 

Office Building 

This U-shaped building once had an entirely glass 
exterior three stories high- All the windows are busted 
and foliage has invaded the structure through cracks. 

This building sits north of the dog food factory. The 
first two floors have been well searched. Any Scavenger 
skill checks made inside this building have a -5 
modifier. There also isn't any ammo in this building 
and any such results are rerolled.- 

A small group of squatters have set up camp on the 
top floor. They have blocked access to the third floor 
and will only attack if someone breaks through their 
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barricade- They own little.i and any loot found in their 
camp should be determined by rolling four times on the 
Scavenger table. 

At night: The squatters’ campfire can be seen burning 
on the top floor of the building- Half of them are out 
scavenging for items to take into Vicksburg and trade 
for food. 


Squatters- 

Healthy squatters xe: 40 HP. 5S AC, & MPT. melee 60%, hunting 
knife D1O DAM, 1 ROF. XP value: SO. 

Sick squatters x4: 30 HP, QO AC. & MPT. melee 60%, homemade 
knife D1O DAM, 1 ROF. XP value: 10- 


Outlaw Held Bridge 

This steel framed bridge is red with rust and battle 
Scarred from endless fights here- The roadway is 
surprisingly intact despite the exploded: and looted, 
vehicle carcasses littering the way among the shell 
casings: 

PCs who pass a Vision check also see: Several 
bodies; bandits, victims or bothz are caught in dead 
trees along the river bank downstream. 

The bridge just outside Vicksburg is the closest. and 
safest.i crossing point for the Tears River. making it a 
favorite choke point for wannabe thugs- None of them 
seem to mind that the failings of their kind can be 
seen the length of the crossing. 

The GM determines when outlaws are present or what is 
left of the last group that attempted to hold the 
bridge. In generali another group will set up camp 
within a couple days of the last one being wiped out. 
The large amount of traffici 3-5 travelers a day. 
ensures plenty of people want the bridge cleared and as 
many are planning their own ambush there. 

Scavenger checks made on the bridge have a +20 
modifier, but only scrap metal and ammo can be found. 


Outlaw Gang- 
Thugs x3: 35 HP, O AC. & MPTi melee &7%1 spiked bat D10xe DAM, 
1 ROF., XP value: 20 each- 


Tears River 

This tea colored: gritty water flows sluggishly: as 
though thicker than it should be- Everything within 5 
meters of the water is dead- Poisoned trees droop into 
the water and animal skeletons lay half buried in black 
mud along the bank. 

Heat or chemical purification is not enough to make 
the water drinkable- Only evaporating the liquid and 
recollecting it will render it safe- Anyone. or any 
animal, whom drinks any liquid from the river will 
suffer 2DL0x10 DAM one hour later from the chemicals 
and poisons present. If they are still alive. they have 
a MPT modifier of -5 for the next two hours. Any 
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character reduced to QO or less MPT cannot move in 
combat. 

The water causes chemical burns for D10 DAM every 
combat turn (successful Vigor save for half DAM) if 
someone enters or is knocked/thrown in. 

The water has a chance to flare up if hit by 
explosive or fire causing weapons. The chance is 10% 
per 10 HP of DAM- 100+ points of DAM automatically 
causes a flare- When triggered. a flare burns off 
combustibles floating on an area of water 10 meters in 
diameter. This does 2D10 DAM to anyone inside the 
circle. and D10 to anyone within 1 meter of the edge. 

Vicksburg 

This village is nestled among the ruins of what was 
once a much larger town. It is the only place nearby 
that is more than a single family or group gathered for 
Safety. Other than Nallton, this is the only place to 
find a trader that sells to anyone. 

The mayor, Randy. maintains order here with this few 
bodyguards. Joanne is the local trader who has a 
selection of all basic items and any advanced items or 
recipes that the GM wants her to sell- Intro maps #1-3; 
available for free at on the main RPG page. show 
Vicksburg in detail- The town's purpose in this module 
is to be a starting point and resting point with a 
trader. 

At night: The village is locked down for security- 
Nothing is open. 


Randy: 95 HP. 1b AC. & MPT. shotgun 73%, semi-automatic shotgun 
CD10 DAM. 2 ROF. 80 AMMO; Dura Tuch vest, steel toe boots, cargo 
pants, leather gloves, XP value: 100. 

Randy’s guards x4: 50 HP, 10 ACi 10 MPT. pistol 78%. The Winger 
DIO DAM, 1 ROFs 4O AMMO, football pads. steel toe boots. cargo 
pants, fingerless gloves, XP value: 50 each- 

Joanne: 120 HPs 30 ACs 10 MPT. ambidexterity 75%, pistol 75%, 
Death Master Pro xe 2D10 DAM eachs 2 ROF eachs 300 AMMO. advanced 
combat armor. armored boots. tactical gloves, combat fatigues. XP 
value: 150. 


Water Distillery 

A crude, stone structure used as a frame for the 
Church’s distillery sits at the edge of the river. 

The Church values their source of drinking water 
above all else. going so far as to worship the workers 
one day a year at the height of summer- Not only do the 
distillery volunteers provide the compound with the 
fluid of life. they die premature. ghastly deaths from 
being in contact with poisons for so long. They also 
have a house set aside for just themi but this is to 
keep their poisoned living area from the other cultists 
rather than a privilege of their status. 

Two guards from The Church are stationed at the 
distillery while it is operating. If attacked. the 
workers take the important parts of the distillery and 
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run towards the compound. All available guards will 
move to defend them until they are inside the compound. 

At night: Important pieces (reflector and 
condensation basin) are carried inside every night and 
the remaining crude. stone structure can be easily 
repaired if damaged. 


EXPLORING THE REGION 

The land detailed in the map is about’ three 
kilometers to the north and south. and five wide- If 
the characters are on foot--they most likely would be 
at the recommended module level--the entire area will 
take them a little time to navigate and explore. 

Overland Travel: Characters on foot can travel at the 
rate of b-5 KPH- This is equal to 10& meters per minute 
or 1-& MPT in combat- Characters can keep this pace all 
day if needed. If they have a vehicle. they can move at 
any speed they want up to the vehicle's maximum. 

PCs have a 60% chance of a random encounter every 30 
minutes they spend traveling. This is not modified by 
anything. If an encounter is indicated. a second roll, 
DLO, is made on the following table to determine what 
the PCs run into- 

Random Encounter Table-Day 


1 Travelers xe (Hostile): 6&0 HP.1 O ACs & MPT, 
driving 57%, vehicle weapon 50%, front mounted 
machine gun 2D10 DAM, 3 ROF. SOO AMMO. XP value: 
50 each- Vehicle: SUV, 800 HP, QO AC. 30% exposure, 
top speed 50 kph. 

2 Python, small: 120 HP le ACs 10 MPT. unarmed 702%, 
2D10x2 DAM, 1 ROF. XP value: 150. 

3 Thugs x2: 35 HP; O AC. b&b MPT; melee b?%41 spiked 
bat D1lOxe DAM. 1 ROF. XP value: 20 each. 

4-7? |;/Two soldiers from Joe Mofo's gang- 

8 Starving cannibals xe: 30 HP. O ACi b&b MPT. melee 
b0%, homemade knife D10 DAM, 1 ROF.s XP value: 10 
each- 

4 Travelers xe (Neutral): 70 HPi QO ACs b&b MPT; 
driving 57%. vehicle weapon 50%, front and rear 
mounted machine guns 2D10 DAM each.s 3 ROF each, 
500 AMMO. XP value: 50 each- Vehicle: Bulldog, 
3500 HP, 30 AC. 10% exposure, top speed 45 kph. 

0 Roll twice more (or until you get two results 
other than 0) and the PCs encounter these two 
groups fighting each other. 


Random Encounter Table-Night 


1 Python, small: 120 HP le ACs 10 MPT. unarmed 702%, 
2D10xe DAM, 1 ROF. XP value: 150 each. 

2 Python, baby x2: 50 HP, 5S AC, b&b MPT. unarmed 73%; 
DIO DAM, 1 ROF. XP value: 50 each- 

3 Thugs x4: 35 HP. O AC. & MPT. melee b?7%. spiked 
bat D1lOxe DAM, 1 ROF. XP value: 20 each. 

4-7? Thugs x2: 35 HPs O ACs & MPT. melee &7%. spiked 
bat D1lOxce DAM, 1 ROF. XP value: 20 each. 

t.) Starving cannibals x5: 30 HP. O ACi b&b MPT. melee 


~45~ 


b0%. homemade knife DLO DAM. 1 ROF. XP value: 10 
each. 

| Dog. small x10: 30 HPs 5S ACi ? MPTi unarmed 557%, 
DLO DAM, 1 ROF. XP value: 10- 

0 Roll twice more (or until you get two results 
other than 0) and the PCs encounter these two 
groups fighting each other. 


Foundations: Many of the old buildings and houses in 
the area have been torn down for materials or collapsed 
in on themselves- These are marked as foundations on 
the map where there is still something left of them to 
see- A successful Scavenger skill check must be made at 
-5 for anyone to find someone at one of these 
locations. 

Abandoned Buildings: PCs get one free roll on the 
Scavenger table when searching an intact building. 
Additional finds require skill checks- Some of these 
are old businesses. but most are houses- Regardless of 
their previous use. they have a variety of new owners 
ranging from field mice to cannibals. 

Roll on the following table when the PCs investigate 
an intact building. 

Building Residence Table 


1-6 The PCs hear the scurry of small animals running away from 
them- 

? A large dog charges the party from a hole in the debris. 
-2 Combat Order rolls- Dog. large: £0 HP, 5 AC, 10 MPT; 
unarmed 65%, 2DLOxe DAMi 1 ROF. XP value: SQ- 

t.) A cannibal looks up from gnawing on flesh- Scout: 40 HP. 5 
AC, & MPT. melee 60%, hunting knife D1O DAM. 1 ROF. XP 
value: 5Q- 

q Cannibals jump up from gnawing on pieces of flesh- -2 
Combat Order rolls. Scout xe: 40 HP, 5S ACs & MPT. melee 
60%, hunting knife DLO DAM, 1 ROF.s XP value: 50 each- 

Large dogs charge the party from a hole in the debris. -4 
0 Combat Order rolls- Dog. large xe: 60 HP. 5S AC 10 MPT. 
unarmed 65%, 2DLOxe DAMi 1 ROF. XP value: 50 each- 


THE STORY 

1- The Task 

The PCs are doing their thing when a stranger arrives 
in Vicksburg with a job- At least one of them is near 
enough to see the following. 

A coughing roar echoes through the empty streets, 
preceding a tattered pickup that rolls into town towing 
a dust cloud from the last time it’d been used to haul 
earth. The driver turns into the parking lot for 
Randy's ‘office’ and parks across from the Kidos parked 
there. The truck engine diesels for several seconds 
before it belches a cloud of black smoke and dies- The 
'ting’ of metal on concrete rings clearly as something 
falls off, followed by the creak of doors opening. 
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The driver climbs out:1 adjusts his patched leather 
armor, and pulls a shotgun from behind the seat to 
sling over his shoulder- A passenger: an older man, 
exits and pulls a woven hat down on his forehead. He's 
dressed in a worn sports suit that has seen better 
days1 with a pistol on his right hip. 

They both slam their doors and head to Randy’s 
apartment. 

Randy steos out his door when they reach the curb in 
front of his doorway1 nodding to the guard that alerted 
him to visitors. 

Randy and the visitor talk to each other for a few 
minutes before Randy shrugs and points towards you. The 
older man turns. They both motion for you to come over. 

The older man pushes the woven hat up his forehead 
as you approach. You noticed he looks tired. 

PCs who pass an Logic check or a Doctor skill check 
are also told: You see the signs of radiation poisoning 
and wonder if it’s safe to even talk to him. 

He holds out his right hand to shake1 pulling the 
Sleeve of the too small jacket halfway up his forearm. 

"“T’m Jason Pierce. My daughter: Amanda: has been 
influenced by a local cult, and I’m looking for a few 
good people to find her." 

“Good at what? Good at finding people or good at not 
getting paid?" 

You look over- A local wannabe adventurer named Orim 
has wondered into the discussion. 

Jason’s face turns red and his eyes narrow before he 
clears his throat. “It’s a paying job- 10 grams- But 
I’m not asking you to kill them. Just tell her I'm here 
to take her back home- You'll be paid when she’s here 
to leave-" He unfolds a piece of photofabric, an 
electronic mesh that can record a single image at a 
time, and holds it up so they can see a tough looking 
brunette in combat armor sitting on a Bull quad under a 
tree. 

Orim scratches his chin and wanders off. 

If a PC asks “What if she doesn't want to come 
back?": He looks shocked: waving his hands in the air. 
“Why wouldn’t she? Of course she does!” 

If a PC successful Influences Jason for more 
information: He pulls a flask from one jacket pocket, 
takes a SWig:1 and puts it back. Strong spirits can be 
Smelled on the breeze for a moment. "She met a bunch of 
them a couple kilometers south of here when up this way 
for a trade run. Kept talking about one with the long 
blond hair-" He rolls his eyes. “She asked me who'd 
look after the trade runs if she couldn’t do it- Then 
She disappeared with her quad and equipment. Left a 
note saying she’d gone to join the Church of the 
Insane.” 
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He doesn't know more than this if pressed for more 
information- The PCs are familiar with the Church- 
Their members are often seen trading with Joanne in 
Vicksburg to get rid of personal swag and will try to 
recruit anyone that's not already turned them down. 

c- The Compound 

At this point. the party needs to regroup if anyone 
strayed while those listening to Jason found out about 
the job- Once everyone is on the same page. they can 
decide where to proceed next- When ready.1 they should 
go to the Church compound north of Vicksburg. 


Upon arriving at the compound: 

PCs who pass a Wit check recognize the quad from the picture 
sitting with the members’ vehicles outside the gate- 

PCs who pass a Vision check notice the Church guards keeping a 
close eye on the party. 


The party has three choices at this point: 

xWait until they spot Amanda outside the compound and approach 
her. 

*Seek to begin the initiation to become an initiate so they can 
enter and find her. 

*xAttacki but she will help defend if they do and possibly be 
hurt or killed. 


The first option is viable- She will eventually exit 
the compound for some reason.i giving the party access 
to her- However,i the party will attract attention 
hanging around outside the compound. They have a 10% 
chance of her coming outside the compound for each 
daylight hour they wait- However, they have a 10% 
cumulative per hour chance of Church guards demanding 
that they leave- If asked to leavei they can only seek 
to join the cult or attack to continue. If they manage 
to make contact with Amanda by loitering. then skip to 
the section “Talking to Amanda”. 

The second option is what they should do if they are 
interested in joining the cult. pursuing adventure, or 
maintaining the peace while completing their mission. 

Attacking the Church is an option, but is almost 
certain to end badly. 

3. Joining the Cult 

The most direct. and safest. way for the party to 
reach Amanda is to express interest in joining the 
cult. The easiest way for them to do so is to ask the 
trader outside the gate about it. 

His demeanor becomes overly friendly the moment they 
ask about joining: “Ohi you’ll love it here!” The 
trader saysS:1 nodding repeatedly while smiling wide- His 
pupils are so big his eyes look all black. “We have 
plenty of food: waters ammo, and mushrooms." He pops a 
mushroom cap in his mouth and starts chewing it up- He 
holds one out and snatches it back when someone reaches 
for it. “Nor nor nor only members eat for free- Lay 
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some dust down if you want some, brother." He shoves 
the second mushroom cap into his mouth and absently 
chews. And chews. And chews. 

He gazes into space, chewing the mushroom cap until 
one of the PCs says or does something to get his 
attention. 

He looks at the party suspiciously- “Why are you 
here? You wanted a liter, right?" He frowns, picking up 
a fuel jug marked “Larry’s Juice" on the side with 
obviously unequal: handwritten marks indicating liters 
on the side- “What are you putting it in?” 

If the PCs play along with his delusion. they will 
get a free liter of Larry's Juice since he believes its 
been paid for already. Otherwise. one of the PCs must 
remind him they want to join up- He continues when they 
do. 

“Wasn't that yesterday that you joined?” He looks 
lost in thought for a moment. “Doesn't matter. You 
can’t go wrong joining our cult. Best cult in the 
world. Or we'll go kill whoever you say is better- And 
still be the best cult in the world!” 

He points to a small1 mismatched group sitting 
around a burn pit in the middle of a clearing 
Surrounded by sawgrass- A man in camo and what looks 
like a bed sheet talks to them- He holds a massive: 
fresh mushroom that he points to periodically. 

“That's Howard, our initiator,” the trader says. “Go 
talk to him.” 

4. Initiation 

As you get closer; you see that Howard has a bayonet 
under one armpit and a multicolored peace sign on a 
bandanna around his neck- There are three people. two 
men and one woman sitting at the edge of the pit- One 
of them is Orim from Vicksburg. 

Howard looks at the party when you approach and 
laughs. “Ah; more warriors to spread the word of 
peace." He shakes his fist in the air to emphasize his 
point. 

If any PC points out contradiction with warriors 
“spreading” peace. Howard says: “The purpose of The 
Church of the Insane is to spread the word of peace. 
They accept it in the form of mushrooms or they take it 
in the form of bullets. Either way, they have peace!" 
He pumps his fist into the air a few times. 

When the PCs are ready to continue with’ the 
initiation: Howard motions for everyone to line up and 
the party falls in behind Orim- Each person takes a 
large: wrinkly mushroom cap and steps to a place around 
the fire pit. Howard gives each PC their own cap (2 
doses of Church Mushrooms) and points to a spot for 
them to sit. 


~4q~ 


He holds up another cap1 and says:1 “All initiates 
partake of the holy shroom!” 

PCs have two choices- They can eat it and go with 
things or try to fake their way along- There will be 
check(s) for each path for different purposes. 

Howard tears into his cap and doesn’t look to see if 
everyone else has until his is gone. 

Those in the party who eat their shroom find it ary 
and leathery. It doesn’t get chewed as much as gets 
mashed apart with the teeth. The earthy taste turns 
into an earthy smell after they chew it for a while. 
Finally, after several minutes, the dried fungus 
becomes slimy enough to slide down their throats and 
give their stomach a slightly sick feeling. 

PCs faking it must make a Wit check at +5 modifier to 
continue- Otherwise. Howard notices they're up to 
something. He kicks them out for blasphemy (“You 
blasphemous pig! Don’t waste the Gods’ time!") unless 
the PC successfully Influences him otherwise. 

Howard raises his palms towards the sky and tilts 
his head back. “MNushroom gods: welcome these newcomers 
to your fold. They are new to your Ways: but they will 
See.” 

Those who ate their mushroom are beginning to see 
the world vibrate out of tune to what they feel. Their 
vision shimmers like heat waves are rising from the 
ground. 

Howard picks up what looks like a piece of garbage 
that turns out to be a tom-tom made from a coffee can 
and rough leather. He takes a broken drumstick from one 
pocket and starts thumping the drum steadily with the 
thick end- 

“All hail the Nushroom Gods! 

Growing from the poisoned ground, 

powering the Church squads! 

All hail the Nushroom Gods! 

Helping to spread the word of peace:r 

at the end of our rods! 

All hail the Mushroom Gods! 

Smiting our enemies with peace, 

while they watch, trip. and nod!" 

Howard beats on the drum faster and starts repeating 
the chant to the increased tempo. The PCs who ate their 
mushroom sit in awe- Howard now stands on a mound that 
has instantly grown at the edge of the pit- He appears 
ten feet tall. The white bed sheet wrapped around his 
torso is blinding- Everything ripples as though blown 
by a wind. The sawgrass behind him withers and twists, 
alternating between slapping at the ground and reaching 
upwards. Clouds race by in the sky. morphing and eating 
each other. Howard continues beating on the crude tom- 
tom and chants louder. 
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PCs faking things must pass a Wit check at +5 
modifier to copy the actions of those under the 
influence. PCs faking things see: Howard begins the 
chant in a clear voice, but within a couple lines he 
Starts mumbling and drooling. He sways back and forth 
as though arunk: gazing at the sky with his face blank 
for long enough to be worrying at times. Then he goes 
back to the mumbled chant- His drum beat becomes 
sporadic before he drops the stick and continues moving 
his hand back and forth as if still beating on it- The 
PCs and others who ate their mushroom are looking 
around dazed- Some absently pull on the sharp sawgrass: 
cutting their fingers: while others pour dirt from one 
hand to the other as though in a trance. Everyone's 
pupils are so large that color can’t be seen in their 
evyes- 

The PCs under the influence of the mushrooms watch 
in awe as Howard gets bigger and bigger while the 
clouds in the sky blur by. The sun beating down feels 
like a physical force weighing on them. Sun rays in the 
dusty air look like glowing pillars. Ripples run over 
everything but the other people as though it’s all 
liquid. Everyone stands out as though they’ve got a 
charcoal outline around them- The sound of the tom-tom 
appears as a series of waves emanating like a stone 
thrown into a pond. The PCs zone outs watching the 
movement around them blur together. 

Orim suddenly jumps upi swaying: screaming and 
smacking at his pants. “Ants! Get’em off! Get’em off! 
They’re biting meeeeeeee!" He stomps and kicks around 
for a few seconds: then shouts something indecipherable 
and bolts into the sawgrass towards the trees. 

The PCs under the influence must make a Wit check 
with zero modifier due to Orim'’s spectacle- Those who 
fail feel and see ants crawling all over them and run 
off into the sawgrass in a random direction to escape 
the infestation- Those who pass the Wit check recognize 
the movement on their legs as them sweating profusely 
and the ants as specs of black dirt that look as if 
they are crawling around. 

Howard randomly thumps on the tom-tom throughout the 
distraction- His eyes are almost shut and only a thin 
strip of white shows in each- The chant fades as he 
wilts to the ground. A profound peacefulness settles 
over everyone: 

Any PCs faking things now watch the others stare into 
nothing for most of three hours- At the end of the time 
they are under the influence, Orim and any PCs who ran 
off return from cowering in the sawgrassi covered in 
scratches that have done D10 DAM. 

Howard twitches and stands up after everyone else 
starts moving some. Those who'd been under the 
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influence have dull headaches and only remember bits of 
the last few hours. 

Howard rubs his eyes: and saysi “That was fun- Who's 
for phase two?” 

Orim sayS1 “0h1 gods no more." He jumps and kicks at 
something only he can see: 

Howard laughs. “No more mushrooms for you until 
you're part of the Church.” 

0Orim groans and dry heaves bile- “Such a shame." 

Howard claps his hands and rubs them together- He 
Sways a bit before catching himself. “We need metal.” 
He points at a small scrap pile nearby that’s mostly 
hidden by sawgrass- “That's the community scrap for 
those who want to armor their vehicle. Initiates are 
expected to add to it for final entrance into the 
compound. Five kilograms of some sort of scrap metal is 
required per initiate- Return here when you're ready 
for entrance.” 

5. The Search 

The five kilograms (5 kg) of metal is of any type 
from the scrap metal section of the scavenger table on 
page 58 of the CRPTP- Howard will wait at_ the 
initiation area until the initiates return so he can 
let the others know they succeeded- It doesn't matter 
where the metal comes from- PCS can purchase the metal 
from Joanne in Vicksburg or Mallton's trader if they 
want. The easiest way to find what they need is to 
start searching abandoned buildings and foundations. 

b- Entry 

The PCs should go back to Howard once they have 
what's required of them- He will check that they have 
the right amount before they drop it in the pile. 

Howard motions for the initiates to step close and 
he pats each on the shoulder. "You are now ready to 
meet Larry,” he says to each person as he lays his hand 
on their shoulder. 

He leads everyone to the access door next to the 
trader's booth, holding it open as they file through. A 
rusty spring pulls it shut behind him. 

Howard steps to a brass bell hanging on a post and 
Shakes it several times- The sound cuts through the 
murmur of people going about their business. They pause 
in what they’re doing to catch a glimpse of the 
initiates before going back to what they were doing- 

The sound of the bell had barely faded before the 
door of a nearby, multicolored house flies open. A 
procession of half naked: swaying: wide eyed people 
follow a tall man wrapped in bed sheets who must be 
Larry- A belt around his waist holds up a pistol and 
combat boots show from under the makeshift robe with 
each step he takes towards the group- His long brown 
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hair is parted down the center and mingles in with a 
full beard that reaches to the middle of his chest. 

He gives each initiate a hug: and whispers: “Welcome 
to the Church,” in their ear. 

Once done, he waves a hand at the inside of the 
compound. “You now have access to our facilities." He 
points at the multicolored house he came from. “That is 
the communal living quarters. You are allowed to stay 
there for free or you can find your housing in one of 
the abandoned homes- See member trader for details.” 

Larry smacks a nearby; almost nude woman on the butt 
who turns and jumps on him, wrapping both legs around 
his waist while he carries her towards the multicolored 
house. 

7- Talking to Amanda 

Now that the PCs are inside the compound. they are 
free to look for Amanda- She will normally be near the 
trade house. but her precise location is up to the GM. 

The photofabric picture hadn’t done the Amazonian 
woman justice- She stands over six feet tall and glares 
at the party when they approach. “What are you 
bothering me for?” 

The party leader explains your mission to her. 

At first, she frowns. Her face softens. Finally: she 
smiles, and suddenly bursts out Jlaughing- “What the 
fuck did that old bastard tell you? I left on my free 
will. You’re out of luck if you think I’m going back." 
She points at a pale, weak looking boyish man nearby. 
“T’m staying here with him to bring peace to the world. 
I’ll give you a note to take back to dad.” 

A cultist close by pats his pistol and laughs at the 
mention of peace. 

The PCs can either take the note she offers or try to 
Influence her to leave with them- Each successive 
attempt to Influence her has a cumulative -10 to 
succeed. If successful. she simply walks out the gate 
with them and leaves- The PCs_~ should return to 
Vicksburg and proceed to the section "Telling Jason the 
News" when ready- 

&- Telling Jason the News 

All endings reward the characters 500 XP regardless 
of how they reached the conclusion. 

Ending A. Bringing Amanda Back: Vason slides off the 
truck hood to his feet when he sees you approach with 
his daughter. He hugs her protesting form and turns to 
the party. 

"“T can’t thank you enough for bringing my daughter 
back.” He hands the party leader a sandwich bag with 
ten grams of gold in it. “I’m sure my girl does too!” 

Everyone looks at Amanda who rolls her eyes: and 
Says: “Whatever, dad. Let’s go before I run off again." 

Jason Pierce smiles. “That’s my girl!" 
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Ending B.i Bringing Her Note Back: Vason looks over 
the party as you approach. “Where is she? Where’s my 
girl?” 

The party leader gives him the note. 

He frowns and takes it- He reads silently for a few 
seconds and starts ripping the note up:i while saying: 
“How could she? That ungrateful little bitch." 

He lets the shredded paper adrift to the ground while 
digging in his pockets. Seconds later: he has five 
grams of gold weighed out on the truck hood with a 
small hand scale- “Here’s your pay.» At least I know 
she’s alive and well." 

The PCs can either take the reduced pay or argue; but 
they will only get their full pay if they successfully 
Influence him at -20 modifier. 

Ending (C, Amanda is Gone/Dead: Jason senses 
something wrong with your body language when you 
approach him. He puts his hand on his pistol and his 
body guard tenses. “What has happened?” 

The party members give each other guilty looks. 

The party leader says: “There was an incident. 
They---uh.---attacked us.” 

The rest of the party nods in agreement while 
glancing at each other. 

A tear wells to the corner of Jason's eye as his 
hand trembles on his pistol butt- “You'd best move on 
with your business. I'll give you the benefit of the 
doubt that they started it, but only once.” 

One of the PCs can try to Influence him so they get 
some sort of gold reward, but any checks are made at 
-20 modifier. If successfuli Jason pinches them out 
CDLOx-L grams of gold- 

Once the PCs have spoken to him. Jasons his guard, 
and Amanda if presenti will leave with Amanda leading 
the way on her Bull quad- 


CHURCH BENEFITS 

If the PCs joined the cult. they now have access to 
the Church trader and don't have to return to Vicksburg 
or Mallton for goods- More importantly.i they have a 
secure; well guarded place to hole up between 
adventures or while working to loot the entire area. 

If they want a private house as opposed to staying in 
the communal lodging. they can pick the one they want 
and let the Church trader know- Payment is one gram of 
gold dust every month per person staying in the house 
or the equal in trade goods. 

All Church initiates and members must do some sort of 
work for their daily allotment of food and water or pay 
half price for such supplies from the trader- Job 
examples include carrying water, pulling guard duty, 
scavenging for firewood. tending the mushroom or 
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vegetable farm. or gathering sawgrass for the fuel 
distillery. These tasks are considered a part of the 
PCs normal day with the Church and are not played out 
unless the GM has a reason for doing so- 

Large. mushroom infused parties occur on most nights. 
These celebrations happen around a bonfire. involving 
the use of multiple crude musical instruments and hours 
long chants- They end once those gathered are passed 
out on the ground around the fire. 

Larry's Juice and Church Mushrooms are half price for 
all initiates- Initiates become full members after a 
month and their discount on Church Mushrooms” and 
Larry's Juice becomes one quarter full price. 


ADDITIONAL STORY NPCS 


Amanda Pierce: The source of Jason's trouble and who he is 
trying to find- Stats: 100 HPs 14 AC. 4 MPT motorbikes 40%, 
melee 480%, axe 3D10xe, 1 ROF. combat armor, steel toe boots, heavy 
cargo pants. XP value: 1icQ. 

Vehicle: Bull quad- Seats 2, 5 AC, SOQ HP. Modifier +10; 
exposure 50%, top speed 70 kph. Fuel Gas/b liter tank. 100 KPFU; 
40 kg storage. 


Jason Pierce: The head of a small farming and scavenging 
community to the south of Vicksburg- Amanda's father- Stats: 60 
HP; 2 ACs 5 MPT. pistol 83%. The Winger (Improved Sights 1. Rapid 
Fire 1) D1QO. 2 ROF, 50 AMMO, sports suit, sneakers. XP value: 5SO- 


Jason’s guard: Jason's guard/driver is always close to him. 
Stats: 40 HPs 141 ACa b&b MPT. Y-wheeled 20%, shotgun 91%, pump 
shotgun (Improved Sights 2) 2D1L0. 1 ROF.s 30 AMMO. leather armor, 
steel toe boots, cargo pants, XP value: 100. 

Vehicle: Farm truck- Seats 6b, QO AC, bOO HP. Modifier -10; 
Exposure 30%, top speed 45 kph. fuel Gas/25 liter tank. 30 KPFU; 
300 kg storage. 


Orim: A young adventurer who lives in Vicksburg- 40 HPi 1 AC. b 
MPT. melee 60%. baseball bat D1Oxe DAM, L ROF.1 cargo pants, XP 
value: 10- 


TERMS 
AC=Armor class 
CRPTP=Core Rules and Post-apocalyptic Time Period 
DAM=Damage 
GM=Gamemaster 
GR=Gram 
HP=Hit points 
KG=Kilogram 
KPFU=Kilometers per fuel unit 
KPH=Kilometers per hour 
MPT=Meters per (combat)turn 
PC=Player character 
NPC=Non-player character 
ROF=Rate of fire 
XP=Experience 
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If you liked this gamebook:, or didn’t like it; 
please leave a review on Goodreads or at whichever 
site you found it- Check out my full list of 
science fiction: horror: and more at 
wWww-ephiroll-com---jerry 


Plague storyline (Kindle only) 
An airborne Ebola pandemic sends Noss Valley 
scrambling for his life in Tampa: Fl- 


The Post-apocalyptic Adventures of Ott & Ren: Bay 
of Wolves 
Join Ott and Ren as they battle cannibals to get 
their car fixed and stay on the road to Denver. 


The Last Stop 
The last remaining human cultures meet on a world 
far from Earth and find out they aren’t alone- 


The Disturbance Timeline Fiction Collection 
(Kindle only) 
Collected novels and shorts currently set on the 
Disturbance Timeline. Updated when new titles are 
added to the timeline.- 


The Hunt 
A secret; vampire hunting: government team finds 
themselves between aman and his revenge. 


And more.-«-«+ 
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